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Write to Xbox Nation at 
XBN@ziffdavis.com. Today. 
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It’s full of charty goodness. 
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Heartbroken? Get guidance from 
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STUFF 
Gotta get It all! 


Fancy an Xbox 
X-treme 
makeover? 
Check it out 
on page 104. 
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LETTERS OCTOBER 2004 


As a member of the 
Xbox Nation, you too 
have a forum in which 
to share your voice. 
Send e-mail to 
XBN@ziffdavis.com or 
drop us a postcard: 

Xbox Nation 

101 Second St. 

8th Floor 

San Francisco, CA 

94105 
And yes, the letters 
are answered by a real 
human being...called 
Lettertron 8850. 


Want to see what life 
is like as an XBN 
editor? Sure you do— 
and now you can. Just 
cut and paste these 
links (no, not really, 
you'll have to type 
them) and get ready 
to bask in the glory 
office life! Our 
favorite staff blogs, 
in no particular order: 

1. Che Chou: 
chespace.lup.com 

2. Drew Mendoza: 
xbn_drew.lup.com 

3. Andrew Burwell: 
raddock.lup.com 

4. Greg Orlando: 
lugubriousg. lup.com 

5. Cindy Lum: 
XBN_cindy.lup.com 

6. Evan Shamoon: 
giantmech.lup.com 
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EMAIL: XBN@ZIFFDAVIS.COM 


I've been following all the Halo 2 news like 
everyone else. Has anyone noticed in the 
Zanzibar multiplayer demo from E3 that the 
switch to open the gate looks like the blue 
screen of death? Coincidence? Not likely. 
Once the gates open, it’s pretty much 
death by Warthog. 

OK, now | have some questions. 

1) What has happened to the pistol and 
the Scorpion tank? 

2) Will the game have all the original 
game types: oddball, king of the hill, original 
capture the flag? 

3) Will players be able to modify 
multiplayer games like they could in 
the first? 

4) Will there be a retro mode to play 
these new levels based on old 
rules/physics/weapons? 

Bill Salem 

Alberta, Canada 

P.S. | take credit for first noticing the blue 
screen of death. 


For first noticing the blue screen of 
death, Bill Salem, you win the coveted 
Xbox Nation Letter of the Month award, 
which enables you to either drink from 
the fire hose or take our managing editor 
Cindy Lum to the junior prom in an 
expensive limousine chauffeured by a 
hunky manservant of virtue pure. 

Oh, and a Bungie representative was 
kind enough to answer your questions: 

1) The human pistol is still there. It is a 
scopeless version of the pistol featured 
in the original Halo. And, of course, the 
Scorpion is back. 

2) We will revisit many of our old game 
modes and, more importantly, add some 
new ones. 

3) You will be able to play around with 
rules and game types, yes. 

4) We are not discussing all the 
aspects of multiplayer at this time. But 
it’s important to note that Halo 2is a 


new game, with lots of new stuff 
and plenty of cool stuff from the 
original game. 

P.S. People laughed at the blue screen 
of death at the E3 presentation. 


| recently bought Spider-Man 2 for Xbox 
and | love tt. It is definitely the best Spider- 
Man game | have played. There is just one 
thing | noticed that was really odd. | was 
web swinging around when | came across 
the Civic Center building and saw a head 
lying on the steps! It was the creepiest 
thing! | turned the game off and then came 
back later, only to web swing for a few 
hours looking for the place again—but 
when | found it, the head was gone! You 
think someone took it? Nah. But is this 
some kind of glitch or something, or do you 
think you could find out what caused it? 
Michael Schickler 


For going above and beyond the call of 
duty, Michael Schickler, and including an 
actual picture of the disembodied head 
in question, you have won the coveted 
Xbox Nation Letter of the Month award. 
As a prize for this great honor, you will be 
photographed with XBN's King of the 
Universe World Heavyweight 
Championship Belt, which you may then 
show to beautiful women, many of whom 
will take pity on you before turning you 
down for dates. 

Activision took a look at the picture 
you sent, by the by, and its 
representatives were baffled. What you 
saw, most likely, was a one-time graphic 
glitch. 


Are you on Electronic Arts’ payroll? It 
appears that way after reading your review 
of NCAA Football 2005 in the August 2004 
(#17) Issue. 

| purchased this game and I've had 
nothing but problems with it. Mainly, the 
framerate drops constantly, and | 


“| COULD SPEND MY SPARE TIME CHASING 
BUT I’ VE ENGAGED INSTEAD IN 
THE ARTS OF THE NINJA (GAIDEN).” 


WOMEN 


encounter massive slowdown every time 


the ball is snapped. My players all look and 
feel like they're wearing concrete shoes 
nite trying to run a Maratnon in a swamp. 
After visiting various forums around the 
Jet—Xbox.com, TeamXbox, IGN, and 
OperationSports.com—it appe 


many other people are also having this 
problem. IGN and GameSpot’s reviews also 
note the problem with slowdown in the 
game. | visited EA's tech support forum to 
see If this has been reported and | was 
greeted with this message: 

Q: Why am | experiencing graphical 
corruption? 

A: If you are using a high-definition 
television, be sure that you are using the 
Microsoft Xbox High Definition pack. This 
game Is not intended for use with a 
projection television. If you are still having 
issues with graphical corruptions, contact 
Microsoft for Xbox support at 1-800- 

AMY -XBOX. 

Folks, that is laughable. It appears that 
EA has crafted the very first Xbox game 
that isn’t compatible with projection 
televisions. (Yes, I'm playing on a 48-inch 
Mitsubishi widescreen.) 

How is it that your magazine missed this 
major problem with the game? 

Bill Montgomery 


Freelance writers—such as Scott 
DeVaney, the author of the NCAA 
Football 2005 review—have to play 
review copies of the videogames they’re 
sent on the televisions they have at 
home. And the harsh reality is that they 
don’t have the time or the ability to test 
games on different setups. 

Xbox Nation regrets the oversight but 
stands by its score. And for bringing to 
light a serious question about game 
reviews, you, Bill Montgomery, have won 
the coveted Xbox Nation Letter of the 
Month award. Your prize, a laser death 
ray, could not possibly be shipped 
through the post and was replaced by an 


audiocassette of an unidentified XBN 
staff member ordering dinner from the 
place that always gets the food wrong 
no matter how many times you repeat 
what you want and how clearly you 
enunciate. 


Hy 


RETURN OF THE LETTERS 
PAGE 

| recently traded in my PlayStation 2 for an 
Xbox. But now, ever since | bought an Xbox, 
my game selection has been neglected, 
since | didn’t know what most of [the good 
ones] are. So | looked for a gaming 
magazine and fell upon yours. Just want to 
say that you have an excellent layout and | 
love your magazine. Bad part Is, | am still 
asking you for help. | need a game like The 
Lord of the Rings: The Return of the King, 
but | also want it to be a very good title. If 
you could help me, that would be great. 
Marc Dale 


XBN heartily recommends the following 
games: The Lord of the Rings: The Return 
of the King. That is all. 

Ha! That’s a little Xbox humor for you 
there, Mr. Marc Dale. Anyway, if you read 
this here magazine, you can flip to the 
back where the 50 best Xbox games are 
run down in fine fashion. Start your 
search on page 105 and be joyous. 

And what the hey! You have won the 
coveted Xbox Nation Letter of the Month 
award. Expect your prize, a Porsche 
shrunk down to the size and shape of a 
refrigerator magnet, which is of a 
question mark, one that no one can 
remember what videogame it was 
promoting. 


COMPLAINATRON 1245 


| hate to complain, but someone has to. We 
have been waiting for Halo 2 ever since 
many of us finished the first one. I'm glad 
that there is a set date now, but why Is the 
date so far away when the game is 
obviously done? | mean, all we 
see are screenshots and little 
tidbits of info. Now don't get me 


b Sey Some em 


Salts 
oS 


: | 
vrong, most of us have been trying to 


vive on those screenshots, Dut It’s just 


not enough. Maybe you could humor us and 


give us a demo or maybe make the release 
date sooner? Please? 
Matt Staggs 


Sadly, Matt Staggs, you sent this letter 
to Xbox Nation and not to Microsoft, the 
company that makes Halo 2. This is a 
shame because if you had sent it to 
Microsoft, you might have won the 
coveted Microsoft Letter of the Month 
award and a cash prize of $6 billion. 

As it stands now, XBN can only say, 
have patience. 


MISSING IN ACTION 


Well, my story all began with me beginning 
my favorite activity, lying down on my 
couch and playing Xbox. | walked over to 
my shelf and looked at my games, Rainbow 
Six 3: Black Arrow, Splinter Cell Pandora 
Tomorrow, and (of course) Halo. Then | felt 
it; | felt as if | was missing something 
extremely important in my gaming 
experience. | ignored it for a while, but 
eventually the sense of absence in my 
gaming collection just grew larger and 
larger until | couldn't think of anything but 
my missing game(s). So I've decided to 
resort to experts. What do you think are my 
missing games? 

Bob Boberson 


XBN's own previews editor Che Chou 
speaketh thusly: Bob, you seem like the 
kinda guy who enjoys his Xbox with a 
side of testosterone. To that end, you 
should pick up The Chronicles of Riddick: 
Escape from Butcher Bay, RalliSport 
Challenge 2, and Metal Arms: Glitch in 
the System (because real men prefer 
shivs, powerslides, and sassy robots). 
Congratulations, Bob Boberson! You 
have won the coveted Xbox Nation Letter 
of the Month award. For your well- 
thought-out note, you will undo\btedly 
receive the respect of people 
you don’t even know and 
will never even meet, ay | 
which is better than iq 
any prize with real 
monetary value 
we could send 
you. // 


Pe a, 


LETTERS 


Beetle 
Mania 

At 41,1 could 
spend my 
spare time 
chasing 
women, 
pursuing 
drugs, etc. But 
I've engaged 
instead inthe 
arts of the 
Ninja (Gaiden). 
I've collected 
44 golden 
beetles and 
am having 
difficulty 
finding the 
rest. Please 
help me. 

Ken Randle 
Jesup, GA 


Look no 
further than 
this 
magazine’s 
hallowed 
pages, Mr. 
Ken Randle. 
Your one-stop 
guide to 
finding 50 
beetles can 
be found on 
pages 104- 
106 of the 
June 2004 
(#15) issue. 


No, | can’t do ‘the human’ 
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Race for Fa5h and respect, 
or lay it all on the line 


in revolutionary online 
pink slip races. 


Every night, in cities like LA, Philly and Miami, crews of import tuners push their nitrous-injected obsessions to the limit. 
Whether in underground or sanctioned races, on the track or through the wide open city streets, high speeds bring high risk. And 
serious rush. Join the Street Racing Syndicate. Upgrade officially licensed vehicles with hundreds of actual aftermarket parts. 
stickers, paints and vinyls. Then throw it on the Dyno to measure your mods before you put it on the track to test your skills. 
Because in the end, glory’s nice. Money and models are better. But driving away with your opponent's ride is just plain sick. 


SRSgame.com 


Nand furn if WOSe. 


e 
(OO 
ee | 
{om 
pent 
pee: g 
A presen 
(OO 
qed) 
oe 


Blood 
Mild Lang 


: PlayStations2 


Violence 


NINTEHOD 
GAMECUBE 


t 
t 
¥ 


S 


AL 


I; RAD 


PRE 


GENIUS AT PLAY 


WWW.1UP.COM © 


020 


a eo 


DOING THE RIGHT THING 


Eleven industry insiders. Eight crucial lessons. One chance to make Xbox 
Next a success. XBN reveals what it will take to make Xbox No.1 in 2006 


ILLUSTRATION: SAIMA 


\N CHOW 


Three years ago, Xbox was seen as the 
industry dark horse, a multimillion- 
dollar question mark. From its abstract 
advertising campaign to its cumbersome 
controller, Microsoft’s big black box was an easy 
target for a critics, and naysayers. 


Three y ee its an all-new ball game. Backed 
by a seemingly li ities wellspring vai \icrosoft cash, 
the men a ma omen behind Xbox have worked 

slavishly to correct the holes in its road to 


dor ominance. And while Nintendo's perky plumber 


rer 


Ghat 


No Peete 3 


num 


nains the de facto 
youngest of gamers are more likely to kill time by 
fighting the Covenant, cruising the streets of Liberty 

y, or throttling terrorists as good ol’ grizzled Sam 
Fisher. Somew t 


Cess; Which t means 


icon for the industry, even the 


along the line, Xbox has— 


here 


whether by accident or design—become “cool” 
ss, Sony has won this round by the 


nal ard fact—more profits oe equate 


thet Mil ac soft's one (and 


as-yet-unannounced Xbox Next. 

So what lessons can be learned from Microsoft's 
first stab at success? Is handheld connectivity the 
future or just another Nintendo gimmick? How much 
do polygons really matter in the console power 
equation? How can Microsoft make its mark in that 
most fickle of markets—Japan? And is it even worth 
it? Xbox Nation sought out some of the brightest 
thinkers in the games biz to address these questions 
and provide a blueprint for console war victory for 


the Xbox in 2006... 


XBOX NATION OCTOBER 2004 021 


DOING THE RIGHT THING 


LESSON ONE: STRIKE 
FIRST, STRIKE HARD, 
AND LOOK GOOD DOING IT 


ALEX SEROPIAN: Don't be late, make some 
ia killer first-party titles, and get a new ad agency. 
Lal NOLAN BUSHNELL: Have a suite of unique 

and compelling games. Highlight network play. 
Provide a broader range of game types. 

N’GAI CROAL: Secure platform-defining third- 
2 party exclusives. Since PS3 will represent the 
biggest opportunity for independent publishers, 
[they] will likely forego Xbox Next exclusives in favor 
of cross-generational multiplatform titles that ship 
for both PS3 and Xbox Next. 

Therefore, it is absolutely critical for Microsoft to 


sc deliver platform-defining first-party titles. Microsoft 
ia Game Studios only shipped one such title for Xbox, 
and that game had such a “halo” effect on the rest of 


the division that many believed that Microsoft's first- 
party operation is better than Sony's. It isn’t. Sony 
took more chances, produced bigger hits, and 
defined the audience potential for console online 
gaming in a way that Microsoft simply did not. Even 
now, games like Forza only give the impression that 
Microsoft is a duplicator, instead of an innovator. 
So until first-party development hits its stride, 
| ia Microsoft must strongly define a real identity for 
Xbox. What is Xbox's identity? Halo...plus 26 shooters 
ported from the PC? Another hot Sam Fisher 
exClusive...if you don’t count PC (or wait six months 
for the PS2 version)? GTA with better graphics...two 
years after it shipped for PS2? That's not going to cut 
it. Microsoft's message for Xbox was far too inclusive, 
saying, “We're just like PS2, only better,” when it 
should have been “Are you sure you're cool enough to 
own an Xbox?” 

Xbox owners should have been made to feel like 
they were risk takers and rule breakers; like they had 
crashed a bland party and set up their own VIP room 
smack in the middle of the dance floor; like they were 
raising their finger and dropping trou at an ultra- 
important final exam. Sorry, Bill, but “It’s good to play 
together” simply won't get the job done. 

LORNE LANNING: Release well in advance of 
x) the PS3. Release at a reasonable price point. 


Have a great software lineup at launch. 
STEVEN KENT: [f “success” is defined as 10 
1 million consoles sold in the United States and 


30 million worldwide, | think success is nearly 
guaranteed. Microsoft has earned that level of 
success by not only sticking with the game, but 
emerging with the “cool” factor toward the end of 


the generation. 
Les) That definition of success does not include in- 


a roads into the Japanese market. It leaves Microsoft 
with a 30 percent share of the U.S. market and an 
equally good presence in Europe. Having virtually 


achieved most of this with [Xbox], | think the Xbox 
ack group has far higher expectations the next time out. 
Microsoft has achieved the necessary “cool” status 


it needs to compete with Sony. It has made its point 
that power equals better [ooking] games. Sony has 
proven that you do not need original sports games as 
long as you have a good relationship with EA. Micro- 
soft must not let Sony steal back online exclusivity. 
Andy Hartup: [he next Xbox needs to be 
ey immediately appealing. It needs killer hardware 
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\ aN) se of LANNING: Sony's controller is too small for 
launching first will be lost. In real terms, it needs Halo nericans...but it didn’t hurt Sony... 


3, fully suppo ie online play with plenty of great qe AS DeaIep iS all important. How often 
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t looked cooler thar 


games, and one other t eee sellin, _ rt. XDOX 

iTunes, DVD recorder, PC connec Ct product In ¢ 
DR. RAY MUZYKA: Sotiware i ware, and the others: 

| software. | believe good software, DotN at a. SEROPIAN: [he industrial design of the box Is 
hand tt it t ycle, Is i portant in two ways. First off, it’s a good idea 

ating good not t ateliee any basic mistakes—like a unit tha 


oftware is dependent on a lot of hardware design ist fit In the living room of an entire market 
factors, so the hardware needs to be solid, too. segment (Hello, mee! Secon a“ re | think more 
rs MATSUI: For the launch to be a success In importantly, the physical design of the box gives tt 


Japan, XbOX Next will have to launch before its character. This is an en sfertain ment business, and 
Ne lust has a lot to do with industrial design. 
Ob 


ard = anese users. There then CROAL: ( that it had to be oversized, 
needs to be plenty NV games on the way... inet wren d have turned lemons Into 


CAMERON FERRONI: © Great games are at the lemonade and opted for a Pimp My Ride aesthetic— 
KE) heart of what makes a winning system— chrome, translucent plastic, removable faceplates, 
ways will be. Beyond better graphics and sound, etc.—that would have told gamers at a glance that 
[Xbox ang ee better story lines, bigger worlds, xbox is the muscle car of consoles, a othe rod with 
more freedom, and more Xbox Live. [Whic a Ss] why w inder any of its rivals. 


‘ivals. Microsoft needs at least 10 mn launch titles lachine 


that are orier 


der the hood than 


more DOWE€I 


CPL 


= 


are only investing in games with breakthrough HAWKINS: |t is obviously ideal to have no 
ae rex | KS] obvious flaws of any kind, because if the 

Inline is just emerging as the next big battle- exist, your opponent and the press will make sure 

9 oacy We can do so much more In terms of everyone knows about them. Personally, | think the 
sameplay, naan of games, and the community controller is an important opportunity for good design 
around games to make online complete! a quitous, and usability, but customers do seem able to adapt... 


that it will realy change the industry. Beyond this, we 
envision opportur ities for exte nding voice chat and 


Ov )I| 1g forw - 


for gamers to Dec come game creators and share their 
creations with frien i across the Live community. 
Successful videogame systems of the future cant 


exist by themselves, they need to integrate with all 


ee of ook leisure time. Whether that’s be 
ation with your music collection or the 

inevit Hie move to HDTV, the next generation will be 

about more flexibility in terms of the entertainment 

that can be emi 3nd - le scenarios that reall 


matter to gamers. 


TRIP HAWKINS: One, have a few first-party 
killer apps at debut that clearly demonstrate 


/ you have to have eW or em. Two, get to 


market first. [Microsoft] ld mn a oa time 


ow with 100 pe mer mindshare and LESSON THREE: QUALITY 
| star rolume to drive its ALWAYS TRUMPS QUANTITY 


eS a 


don't let your competitor be at a lower price or nave LANNING: Critical. A big assumption today in 


+ 


any major hardware features that you lack. console design is that polygons are more 


important than texture memory. This is a mistake, as 
more memory for textures and menial mapping 
MATTERS MATTER number of pc olygors ce an. ifth his next generation of 


> quality than an increased 


hardwa n't understand this, t enti urrent 
PCs will still look much better (as demons oie by 


AA ma) than \asant tho noav 
nology demo) Cnan Wnat tne next- 


EROPIAN: | lf you make the assumption that 
VSteMs IN th 1e next cycle are in the same 
‘k. then it’s not too relevant. | mean, Xbox Is a 


WHO YOU ARE 
IS NOT ALWAYS... 
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DOING THE RIGHT THING 
more powerful system than PS2, and even though it 
did well, Sony still whomped it. This cycle wasn't 
decided by the hardware—timing, marketing, and 
software did that. 

>| FERRONI: Systems will become insanely 
powerful, but ultimately, software and services 
will be more important than silicon. People tend to 
gravitate towards speeds and feeds, but frankly, that 
isn’t where the innovation really happens. What's the 
magic behind TiVo and the iPod—or Xbox Live for that 
matter? It's software and services. 

Software and services will allow people to have 
more choice and control over their entertainment 
experiences and more choice in the ways they 
interact with friends. Software and services will more 


purchased it. Now they are buying a second system, 
and that system Is predominantly Xbox. 
| “i HAWKINS: |t will continue to be important 
x | until the graphics are indistinguishable from 
video—probably two more generations ahead of us. 


a 


LESSON FOUR: THE HARDER 
THEY COME... 
What—if anything—are Sony’s weaknesses in 
the coming console war? 
MUZYKA: Hubris, if anything. Both Microsoft 
and Sony are very powerful companies and 
very successful, so the next console generation will 
be very interesting. 


“ALTHOUGH SONY HAS NEVER HAD A FAILURE IN 
GAME HARDWARE, THAT MAY BE CHALLENGED BY 
PSP, A SYSTEM THAT WILL LIKELY BE RELEASED TOO 
LATE AND AT TOO HIGH A PRICE.” —STEVEN KENT 


tightly integrate all the games and entertainment 
experiences together. 

HARTUP: It’s still very important, as 
a manufacturers always like to sell hardware on 
the fact that it’s more powerful than the competition. 
However, with a winning design and great franchises, 
this won't count for as much in the next round of the 
console wears. 

MUZYKA: Very important, but the “virtual 
reality gap” is closing with each console 
generation. By that | mean that with each generation 
of improved hardware, it becomes easier for software 
developers to make their games simulate virtual 
reality—and the focus goes away from hardware to 
some extent, towards the quality of the gameplay 
design and story, and the level of immersion. Platform 
exclusives will continue to be very important. 

Ea) CROAL: For developers, it shouldn’t matter 
much, because all of the upcoming consoles 
should be in the same range. But if Microsoft ships 
early, Xbox Next will be less powerful than PS3. That 
might matter to consumers, because the Xbox brand 
was built around having the most powerful console. If 
that's no longer true, what will meaningfully 
distinguish Xbox Next from PS3 among mainstream 
gamers? (Hint: It won't be Xbox Live.) 

MP es.q) KENT: In this current generation, all things 
es have not been equal. Sony started with that 
one-year head start and a lot of momentum from the 
previous generation. This time, Microsoft has the real 
momentum. There 's a chic to Microsoft. This is 
partially because the vast majority of people who 
wanted to buy a PlayStation 2 have already 


The Unreal 3 tech demo: Next-generation console 
games will look good—but will they look this good? 
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=) FERRONI: Sony has done a great job getting 
the industry to this point. That said, here’s 
what we're watching carefully as it relates to Sony: 
First, online games. It’s clear that online is the wave 
of the future, but people aren't passionate about 
Sony's online experience. Will Sony join us in the 
movement to give gamers the online experiences 
they want’? We'll see. Second, can Sony do it all with 
world-class execution? The company is trying to do 
an innovative handheld and console with the same 
team of people at once. They're trying to get 
entertainment studios to adapt a new media format 
on the portable side, and that’s no small task. At 
some point, one, the other, or both platforms could 
suffer as a result of trying to do too much. 
HARTUP: Does it have one? Microsoft has an 
"a uphill task, because Sony could rerelease the 
PS2 in a different box and still convince the public to 
buy it. Perhaps Sony will try to cram too much into 
the PS3 and forget about the fact that it’s supposed 
to be a games console. High pricing and poor 
software support are their potential downfalls. 
Zate| SEROPIAN: They rely on third-party 
publishers much more than Microsoft and 
Nintendo, so they have less control over exclusive 
content for their platform. 
PS) CROAL: On the hardware side, SCE’s biggest 
potential weakness is focus—or lack thereof. 
Globally, SCE will soon have to manage PS2, PSP. PS3, 
and even PS1 in certain territories. Do they really have 
the bandwidth to handle all of those products? Only 
time will tell. On the software side, Sony needs to 
translate its leadership position on risky innovation 
Into a stronger market position. I'm not saying that 
they should go head-to-head with EA, but their 
market share suggests that they're leaving a ton of 
money on the table. In short, SCE needs to make its 
publishing unit more of a priority. 
.;.q) KENT: Microsoft is finishing this generation in 
style—something Nintendo never achieved 
with Nintendo 64. [Although] Sony has never had a 
failure in game hardware, that invincibility may be 
challenged by PSP, a system that will likely be 
released too late and at too high a price. Sony is a 
brilliant competitor. | believe it has its ear to the 
market and will adjust to any situation. 


=, =) HAWKINS: Sony has some of the typical 
issues Of being No. 1. The transition from PS1 
to PS2 was a disaster. It tarnished Sony's air of 
invincibility and probably urged Microsoft onward 
towards market entry. Then, Sony focused too much 
on their own profits and essentially allowed Microsoft 
to come in and set up shop and get established. If 
the PS1-to-PS2 transition had been handled 
differently and Sony had done more things to make 
Microsoft's entry completely miserable, it is likely that 
Microsoft would have withdrawn. Instead, they are 
now bedfellows for the foreseeable future, and it is 
going to cost Sony a lot more money in the long run. 


The Phantom menace: Does subscription-based 
gaming content have a ghost of a chance? 


LESSON FIVE: THERE’S NO 
SUCH THING AS A FREE 
VIDEOGAME CONSOLE 
How much should Xbox Next cost at launch? 
Should it be free—with a subscription to 
Xbox Live, of course—like the Phantom 
Gaming Console? 
=) BUSHNELL: Subscription systems are always 
a good idea for rapid deployment. 

| KENT: The Phantom subscription model has 
strong drawbacks, not the least of which is 
that people put little importance on commodities 
that they obtain for free. Sega used a similar 
paradigm with Dreamcast, a very good console in its 
day, with no notable success. 

Sony has called the tune here, and | think all 
competitors should be prepared to dance to it. 
Consoles should launch at $299 in the United States. 
That is the price that U.S. gamers associate with 
quality console hardware. 
= =| HAWKINS: History has shown that you cannot 
successfully launch above $299 and that 
there is a big jump in volume at $199. Probably both 
sony and Microsoft are assuming $299, but perhaps 
a subscription program could enable them to launch 
at $199. Cable TV companies are willing to 
underwrite a set-top box that costs $300 if they 
know a subscriber will pay $50 per month to use it for 
three years. But Xbox Live is nowhere near those 
economics, so “free” is not an option for now. 
aH) CROAL: $299. Free didn’t work for the 
Dreamcast, and it hasn't been proven yet for 
Phantom, so why should Xbox Next serve as a guinea 
pig? The reason Xbox badly lags behind PS2 has 
nothing to do with price. 

HARTUP: That depends on what you get with 
the console. If Microsoft introduced the 
console as a total home entertainment system, they 
could potentially get away with charging about $500 

Straight up. 


im SEROPIAN: |'m not sure “free” is really an 


option. I'd be quite surprised if that emerged as 


Microsoft’s distribution strategy. At som al aint, XBOX 
needs to make money, and my guess Is they we 
eturn on this round of hardware. They ees to be 
price-competitive and manage their production so 
the wcinit lose so much on each ur s 

MUZYKA: [hat’s an interesting proposal that 
ae could drive Xbox Live subscription rates and 
make the console more appealing to casual gamers 
or people who aren't early adopters. Ultimately, of 
course, there’s a balance point between the cost of 
the system, the cost of mat Ine services like Xbox Live 
and the cost of software—the price points of all of 
these will affect the elasticity of the market 
(price/demand) of the others. Most consumers 
probably expect to pay for the console and are willing 
to do so, much as they pay for other pieces of 
Jardware in their living room like DVD players, so | 
doubt if Microsoft would abandon this model entirely. 
But there’s a good real-world comparison for 
providing free hardware in the cable TV business 
some cable providers [give] the digital cable box free 
if you subscribe to their service, so this Is certainly an 
interesting idea to consider. Another similarity there !s 
that while the cable business is largely driven by 
monthly subscriptions (similar to Xbox Live), there are 
also incremental purchases of movies available over 
the cable set-top boxes (similar to purchases of 
games for a console system). 


= 
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LESSON SIX: STAY 
FOCUSED 


LANNING: Possibly, though | don’t think it will 
=| be the winning pater Great games on the 
consoles are going to be more important in 
determining the winners 

FERRONI: Attention and execution are two 
ia different things. Anyone can issue press 
releases or throw a press conference to get 
attention. While our reoinal titors seek the attention 
for consoles and handhelds and try to execute with 
perfection in sith: we will be oe laa: on 
winning the console space. We're going to drive 
console innovation harder, faster, and further than 
you've ever seen before. 

HARTUP: No way. Microsoft should focus on 
ay the aspects of gaming they've built a 
reputation for being great at. Connectivity isn't all it’s 
cracked up to be, and the games industry doesn't 
have room for another handheld. I'd be surprised If 
the DS didn’t struggle against the PSP. 

MUZYKA: | think MS has the right approach in 
R focusing on its two current systems—the Xbox 
(and its next iterations) and the PC. It will be 


between these systems in the future. 


@ 


CROAL: No and yes. Microsoft t do esn't | cyst 
have a successful, profitable console, so it 


cant afford to split its focus by adding anot eh 
product line. But if the rumors are true, PSP and Xbox 
Next will be dueling for consumer dollars next 
Christmas at similar price points. And if Sony Is able tc 
eproduce what it accomplished with the then- 
upstart PlayStation, Microsoft will have to contend 
with a ili assault of PS2, PS3, and PSP. 
What’s more, a successful PSP means that Microsoft 
will face yet sie: uphill battle if and when It 


( a0) 


nteresting to see how much interconnectivity we see 


WHO YOU 
WILL BECOME. 


DOING THE RIGHT THING 


decides to enter the handheld arena. 

KENT: | recently spoke with an Xbox 
ie spokesman who observed that “Sony is losing 
focus by adding a handheld.” | told him | thought that 
was an interesting statement coming from a guy 
whose company has Windows, Office, MSN, MSNBC, 
PC games, MSN Direct wristwatches, media centers, 
and more. 

The handheld market is currently a toy market. 
Personally, | do not think that Sony will change that 
by releasing a cooler-than-cool handheld that plays 
movies (on a proprietary medium, for heaven's sake!) 
and costs three times as much as anything else. 
Some people say it will be the iPod of 
handhelds...we'll see. If Sony makes handheld gaming 
chic, then maybe Microsoft wants in. 

HAWKINS: The handheld market skews 
kK] young, so It depends on Microsoft’s ambition 
at that end of the market. Anyone who wants to lead 
the console market is going to need to win the youth 
market, so it makes sense to have a handheld 
strategy that leverages your console plans. 


LESSON SEVEN: THE SUN 
STILL RISES IN THE EAST 


HARTUP: The biggest gaming market in the 

world with almost total broadband coverage? 
Are you serious? 

HAWKINS: Nintendo is definitely past their 
ke] prime and might be better served by focusing 
on children’s toys, handhelds, and software rather 
than the mainstream console war, which is an 
expensive battle of attrition. 

Japan \s a big market that creates a home-court 
advantage for Sony and Nintendo versus Microsoft. 
Hell will freeze over before there is a meaningful 
market in Japan for any American game company. 

LANNING: It’s up to them. They will need to 

think more like an entertainment company. 
The U.S. and European markets have become more 
important over the last generation of hardware, 
making the Japanese market less vital. 

FERRONI: Sure, but their role has changed. 

Together, the three companies offer gamers 
more choice, and choice is good for everyone. At 


one level, you have the games and entertainment 
systems—xXbox and Playstation. And then you 
have Nintendo—the low-priced, games-only 
system focusing more on family-friendly content. 
Nintendo does very well with a different approach 
to the market. 

SEROPIAN: Absolutely. Nintendo has such a 
Ps different character than Microsoft or Sony. 
They seem to be much more of a gaming company— 
or even a toy company—than an electronics 
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“HELL WILL FREEZE OVER BEFORE THERE 
IS A MEANINGFUL MARKET IN JAPAN FOR 
ANY AMERICAN GAME COMPANY.” 


—TRIP HAWKINS 


manufacturer or a giant software house. In any case, 
they make great stuff, and it’s totally different from 
PlayStation and Xbox. We need Nintendo. 

Greg Zeschuk: Nintendo still matters. Not 
only do they control some of the strongest 
franchises in gaming, but they've basically owned the 
handheld market for a decade. They are quite 
capable of innovating with hardware and might 
surprise everyone with their next console design. 

One caveat, though—Nintendo seems to have 
focused on the younger market to the relative 
exclusion of more mature gamers, though this 
could change with a very innovative approach to 
the next generation. 

CROAL: That’s up to Nintendo. It still has 

Ea PFenomenal development talent, but its IPs 
are becoming increasingly niche because they lack 
cultural relevance. The 18-34 audience has become 
the sweet spot of the gaming market, but the 
industrial design of GameCube and DS, along with the 
games, seems to be aimed at 8-12-year-olds. That’s 
a recipe for irrelevance. , 

[Regarding Japan], to the extent that its tastes 
diverge from Western tastes, no. But to the extent 
that some of the world’s best developers are in 
Japan, then yes, the Japanese market does still 
matter. Japanese game-developer talent married to 
culturally relevant IP and great sales and marketing 
could be unstoppable. 


Be Suit! 


All smiles: Xbox has been a resounding flop in the 
Land of the Rising Sun—but is that really a problem? | 


#0) KENT: Nintendo resurrected the videogame 
market when videogames didn’t matter. Look, 
you never discount a fighter who possess a one- 
punch knockout. With its Mario, Pokémon, and Zelda 
franchises, Nintendo possesses many such punches. 
Further, should the market become less 
mainstreamed, Nintendo would be the company with 
the biggest fan base. 

And then there is Game Boy. You may not have 
noticed, but Nintendo has sold approximately as 
many Game Boys as Sony has sold PlayStations and 
PlayStation 2s. 

Yes, Nintendo matters. 

The Japanese market is still a lucrative market. The 
real question is, “How do you create games that 
appeal in all three global markets?” You asked if 
Nintendo matters. Nintendo, to date, seems to be 
the best company at doing this. Last year, Nintendo 
was the only Japanese company to break into the 
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U.S. top 10, and it controlled an amazing 40 percent 
of that list! 


MATSUI: Japan still matters very much. 


LESSON EIGHT: FIND YOUR 
COOL—AND KEEP IT 


PlayStation resonates with gamers ona 
cultural level. What marketing strategies 
does MS need to employ to make Xbox cool? 
HARTUP: When the media, celebrities, and 
gd the general public refer to games, they always 
use the word PlayStation. Microsoft needs its console 
to be a household name. How do they do this? Er, 
how about giving an Xbox to every player in the NBA, 
for starters? 
LANNING: Hire strategic marketing thinkers 
ES who are capable of determining the answers 
to this question—and listen to them. 
=>] FERRONE: With 20-plus million consoles sold 
ig and more than 1.5 million Xbox Live members 
targeted by the end of this fiscal year, Xbox is clearly 
resonating on a cultural level. We have bold plans for 
evolving our solid brand, but it’s too early to talk 
about them. 
SEROPIAN: Ultimately, you have to try really 
~*_| hard without appearing to be trying hard. The 
best way to do that is to put a lot of energy into 
games. If the games are great, and | mean really 
great, then the box will be cool. 
ZESCHUK: | think Xbox has been very 
(es, successful, considering where it started. The 
PlayStation brand has been around much longer than 
Xbox. | think Microsoft has done a very good job of 
making the Xbox synonymous with online gaming, as 
well as technical excellence. | think that the biggest 
marketing strategy that Microsoft should employ is 
exclusive game content—it’s all about the games! 


<4 MATSUE At least in Japan, Xbox marketing 
a has not been a big success. With that said, 


Microsoft shouldn't look to PS2 marketing as a model. 


It needs to do something original and all its own. 


z : 
Revenge of the nerds: The Rock has a certain cachet 
of cool with Americans—but can he carry a console? 


: HAWKINS: Console gamers seem to focus on 
the quality of the games and the graphics 
power of the system without having that much brand 
loyalty. Many market leaders, including Atari, 
Nintendo, and Sega, have lost huge market share in 
platform transitions because of this. It’s not a simple 
proposition, but rather than worrying about brands 
and what is cool, Microsoft has to have the right 
system power at the right price with some unique 
killer games. 


=) BUSHNELL: Xbox in my household of teen 
had and twenty[-something] boys is already the 


cool unit. 


KENT: You don't think Xbox is cool? 


And so there it is: words of wisdom from the 
mouths of some of this businesses’ brightest 
movers, shakers, and moneymakers. Clearly, this is 
not going to be an easy battle. Will the next round 
in the Console War be won online? With 

polygons? In Japan? For all its vast 
resources, even the mighty 
Microsoft can’t see into 

the future—and 
neither can XBN. 
Consider this a 
road map and as 
good a place to 
start as any. // 
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A dozen swingin’ games like quarters. 
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Live: No 
Release: 07/04 
Score: Six 


What we said: 
“even with all the 
problems, Sudeki is 
still worth your 
time.” 
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Live: Yes Release: 06/04/ Score: Nine 
‘Winat we said: “This year the Madden NFL crew 
‘has a real fight on its hands. From graphics to 

gameplay, 2K5is a sterling package.” 


Halo 

Live: No 

Release: 11/01 
Score: Ten 

What we said: “Halo 
is, in a word, 


DRIV3R 

Live: No 
Release: 06/04 
Score: Five 


insanely great. Do 
rt wp.” 


e*eaeckes 
seas 
ee sme 
#2 pe ee 
eee age 
e@eeas 
e@enuue 
oe 2 Bw @ 
seeee 
eeescee 
e422 # b 
weeee 
we Bee 
eeeaa 
eonetae x 
aoe @ ee 
eseeee 
eseeaes 
oe eB 

es aae 

“- & @ 


Ben Kingsley 

For signing his soul over to Satan—other- 
wise known as Uwe Boll—who's set to 
direct the Oscar winner in his filmic 
rendition of the videogame BloodRayne. 


Expect sexy beasts aplenty... 
The mainstream media 


For latching onto the “it was over an Xbox” 
aspect of the mass murder in Deltona, FL. 
Tenuous links between videogames and 
homicide are sooo 1999. 


and unrewarding.” 
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What we said: “it’s a 
real shame DRIV3R 
feels so unfinished 
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NCAA Football 2005 
Live: Yes Release: 06/04 Score: Nine 


What we said: “Electronic Arts has kicked its 


game into overdrive.” 


Brute Force 


Live: No 
Release: 08/03 
Score: Six 


Morrowind 
Live: No 
Release: 10/03 
Score: Eight 
What we said: 
“more replay 


What we said: “...a 
solid shooter, but 
one that will leave value than you can 
you gasping for shake a jewel- 
originality.” encrusted 


longsword at.” 
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Oi, blimey gar-rage gaming is for blokes, not mates! 


SPIDER-MAN 2 


DRIV3R 
Driv3n {by lots and lots of marketing) 


FULL SPECTRUM WARRIOR 
Tony Blair enjoys a good war with friends! 


NEED FOR SPEED UNDERGROUND 


Car modding is the new techno 


SPLINTER CELL PANDORA TOMORROW 
Creeping up on the No. 1 spot... 


FIFA 2004 
It’s the Madden of Europe, folks 


SHREK 2 
Where there is green, there is green 


TOM CLANCY’S RAINBOW SIX 3 
Shooty shooty bang bang 


HALO 
Never heard of it 


SONIC HEROES 
Kraftwerk, Brian Eno, and the sound barrier 
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“The swinging is really good,” or something 
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Spider-Man 2 

Live: No Release: 07/04 Score: Seven 
What we said: “The webslinging parts of the 
game are brilliantly done.” 


challenge your 
reflexes and wits.” 


Full Spectrum 


Warrior 

Live: No 

Release: 06/04 
Score: Nine 
What we said: 
“Warrior shines 
when the levels 


Psi-Ops 

Live: No 

Release: 05/04 
Score: Eight 

What we said: “...that 
rare release so 
packed with 
potential that the 
sequel is an already 


exciting prospect.” 
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It’s like America, only with more octopus pizza! 
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TOM CLANCY’S RAINBOW SIX 3 
Shooting is the universal language of love 


GRAND THEFT AUTO: DOUBLE PACK 
Get more bang for your yen 


TOP SPIN 
Like pong, with grunting 


SAMURAI WARRIOR 
The Madden of Japan 


CRIMSON SKIES: HRTR 
it’s like a Pearl Harbor simulation! 


DEUS EX: INVISIBLE WAR 
A very un-Japanese game storms the chart 


HALO 
It’s still not ringing a bell 


NINJA GAIDEN 
Buy this or Itagaki will eat your children 


RALLISPORT CHALLENGE 2 
Rally around the Xbox 


TENCHU: RETURN FROM DARKNESS 
Factoid: “Tenchu” is Japanese for “ten” 


courtesy af Media Create {m-create.cam] 
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MEGABITS 


Eight-player rallies on Xbox Live are the 

centerpiece of the fifth McRae-licensed rally 
sim, featuring either head-to-head challenges or 
more realistic time-trial competition. A new 
career mode encompasses different classes from 
throughout rally history, and an improved damage 
model extends its effect to the environment as 
well as crashing cars—trees shake and shed 
foliage after a particularly nasty wipeout. 


You can make your mind up as to what all 

the girls are for, but the cars in Eutechnyx’s 
long-delayed import racer are more or less self- 
explanatory. Their police pursuers have a clear 
purpose as well, closely tied to the game’s 
dynamic damage model, so racers disappointed by 
the cop-free streets in EA’s Need for Speed 
Underground might want to check out SRS for the 
hot pursuit they've been missing. 
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So you wanna play Dungeons & Dragons 

without the dice? That’s your problem...er, 
actually, it’s not. It’s Stormfront Studios’—and it 
has tackled it admirably. From the maker of that 
really popular game about rings comes more 
spectacular set pieces, arcane pyro-technics, 
and hack-n-slash action—served straight up, 
thanks—than you can roll a two-sided die at. 
Plays nice and looks great, to boot. 


Killer App corrects the fatal error in 

Monolith’s original interactive sequel to Tron: 
no lightcycles in multiplayer. Climax is adding 
plenty to the Xbox game’s new “overRIDE” mode, 
mixing the speedy two-wheeled virtual vehicles in 
with the primary first-person combat mode. Retro 
fans can hold their bile, meanwhile, because Xbox 
Live will also host more traditional cycle races and 
head-to-head disc battles. 


Poor Jann Lee. He’s just learned life’s 
hardest lesson: It really sucks to be a 
surfboard. Dead or Alive fighter Zack has jumped 
on his back and is gliding down a slope, at which 

point she'll further Zack’s embarrassment by 
knocking him off a cliff. Oh, and up to six people 
(eight total) can witness the gorgeous, lag-free 
carnage in real time via Xbox Live. Expect the 
beatings to begin in earnest this fall. 


At press time, the Xbox version of Konami’s 
latest footy sim was on its way only to 
Europe (as Pro Evolution Soccer 4), but the odds 

are you'll see it Stateside as well. This year’s 
model mixes more top club teams from Spain, 
Italy, and the Netherlands with improved 
controls in several areas, including tighter 
dribbling and more complex passes for moving 
the ball around the field. 


It seems safe to say that Eidos’ Get on Da 

Mic isn’t going to win any points for 
originality. It’s a bald-faced hip-hop rendition of 
Konami’s Karaoke Revolution (see right), in 
which players are graded on their microphone 
mastery, rapping over a series of well-known 
tracks for such nebulous goodness as “props,” 
“street cred,” and “points.” 

And yet by combining the karaoke game 
(deemed by many to be the current peak of 
mainstream videogaming) with hip-hop, the 
most marketable cultural identifier since the 
hippie generation rediscovered “free love” all 
over again (post six-figure salary with stock 
options), Eidos may just have a hit on its hands. 

Simple ideas often rely on simple solutions, 
and along those lines, Eidos seems to be doing a 
good job getting its ducks in a row. Already 
confirmed are such enduring classics as Salt ’N’ 
Pepa’s “Push It” alongside new-school bangers 
like Talib Kweli’s “Get By.” Predictably, the songs 
will be radio edits only, so you'll have to supply 
your own colorful commentary. Expect Get on 
Da Mic to come packaged with a total of 40 
tracks, karaoke microphone, and full online 
support when it ships this holiday season. 


Baby Got Back 
California Love 
Game Over 
Nothing but a G Thang 
Hey Mama 
Hypnotize 

Jesus Walks 

Gin and Juice 
Naggin 

Rubber Band Man 
Tipsy 
Work It 


We are a nation of American Idols. But since 

approximately 0.00000001 percent of us 
have access to the guidance of Paula Abdul and 
some British guy that popular culture has told 
us is an expert in all things musical, we are 
relegated to our living rooms and the wonders of 
Karaoke Revolution, in which our harshest critics 
are a computer program and our drunken friends. 

Karaoke Revolution—which shipped for PS2 last 
year—was a bit of a breakout hit for Konami’s 
American studio. Your turn to shine comes in the 
form of Xbox-exclusive tracks, including 10 songs 
from the Motown era, when pop music was 
actually worth listening to. 

The Xbox edition includes all of the songs in 
the PS2 edition, making for a total of nearly 50 
songs, but let’s face it—the local karaoke bar has 
hundreds. Hence, support for future 
downloadable “song packs” over Xbox Live, an 
obvious feature for Konami’s expansion-happy 
music division. These will be ready and waiting 
when the game is released, so by the time Cher’s 
“Do You Believe in Love?” starts to wear on the 
nerves (that is, after two minutes), there will be 
plenty of new music keeping the neighbors up at 
night. Sing it loud, sing it proud. 


Billie Jean 

Bizarre Love Triangle 

Every Morning 

Girls Just Want to Have Fun 
Hey Jealousy 

I’m Coming Out 

It’s the End of the World 
One Week 

Red Red Wine 

Son of a Preacher Man 
Waiting for Tonight 

You Really Got Me 


APRESS 


PRINCE OF PERSIA 2 


_ The acrobat formerly’known as the Prince of Persia grows up 


The combination of Beyond Good & 
Evil and The Prince of Persia was 
viewed as a double-pronged 
assault by Ubisoft, a bold move that 
promptly propelled public perception of the 
company from “Clancy factory” to “fanboy 
favorite.” But Beyond Good & Evil, the 
touching story of a girl and her pig, was, 
sadly, a commercial disaster, while The 
Sands of Time never saw the success scads 
of critical acclaim seemed set to ensure. 
Ubisoft will have you know that it has sold 
2.5 million copies of the game worldwide to 
date, but it bears pointing out that a copy 
of Splinter Cell was included with Sands just 
one month after the title’s release. 


For starters, this Prince has got a chip on 
his shoulder. He’s not just saving his world, 
this time it’s personal: Due to the Prince’s 
tampering with time, death itself—in the 
form of the armor-clad Dahaka—is stalking 
the nimble monarch. Helias says, “The Prince 
has evolved; he has to face a new threat. So, 
we wanted him to be more self-confident, 
stronger—still acrobatic, but more powerful. 
So we made him evolve to reflect this new 
state of mind: a more warrior aspect, more 
attitude, more mastery.” 

And along with that all-new attitude 
comes a new set of duds—this isn’t the 
topless, puffy-panted fop of yesteryear; this 
is a gruffer, tougher, and all-around more 


THIS ISN’T THE TOPLESS, PUFFY- 
PANTED FOP OF YESTERYEAR: THIS 
IS A GRUFFER, TOUGHER PRINCE 


One year wiser, Ubisoft and its regal hero 
are primed to win back the hearts of 
gamers—and hands-on time suggests that 
they’ve got a pretty good shot at it. Lead 
producer Bertrand Helias elaborates, “Our 
starting point for this sequel was that we 
didn’t want to offer just ‘more of the same: | 
think fans want new experiences each time 
they buy a new episode of this franchise.” 

So what’s new? A bit of everything, it 
would seem. Fear not, fans; everything that 
made the first game so memorable— 
including the environments’ lavish sense of 
scale and grandeur—returns intact. The first 
Prince’s strengths stemmed largely from the 
sensation of acrobatic agility imparted to 
the player. Predictably, perhaps, the game’s 
story was somewhat fairy-tale shallow; 
however, the development team is taking 
steps to rectify this in the sequel. Helias 
explains that they are working with 
“Hollywood talents to flesh out all the 
characters in the game. We want the Prince 
to be credible and have a deep personality... 

(we’re) putting a lot of effort in scriptwriting, 
character design, and quality voice acting.” 


badass prince. He’s garbed in black leather 
and crimson, a good look—one befitting this 
colder, less flamboyant, and ultimately more 
ruthless warrior. As previously revealed, the 
Prince now wields two weapons at once 
(axes, blades, and other melee weapons can 
be scavenged from fallen foes and even 
hurled at distant enemies), enabling an 
impressively deep array of combos. As 
before, the Prince can hurdle over his 
opponents, but now, he can grab enemies 
from behind before deftly cutting them into 
two not-so-neat pieces. 

New maneuvers include the ability to 
slide down curtains and even run along walls 
while using ropes; in combat, contextual 
actions such as swinging around pillars to 
attack enemies should broaden the player’s 
sense of freedom. Helias says, “The combat, 
navigation, traps, and puzzles are embedded 
together—they are not separate. Each level 
has been thought of with this in mind—I 
think players will feel this new consistency.” 
Should Ubisoft’s ambitions be fulfilled, come 
Christmas, this Prince should prove a more 
than fitting heir to the throne. // 
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CALENDAR 


MURE STUFF, LESS FLUFF 


FORGET - 
ME-NOT S: 


10.07.04 


Xbox gaijin wise 
enoughto ~ 
preorder from 
their favorite 


importer should — 


receive one of 
limited-edition 

Kasumi Blue 
Xboxes with 
DOA: Ultimate 
from Japan this 
month. More 
important, they 
finally get to 
take Kasumi to 
bed...with their 

gift: a 5-foot- 

_ long “hugging — 
pillow.” 2 


10.30.04 


‘We always hate 
losing an hour 
of Saturday- 
night gaming 
each October to 
go back off 


daylight saving — 


time, but with 
November 9 
just around the 
corner, it’s 
going to be 
especially 
tough to turn 


back the clock. : 


10.31.04 


Trick or treat: 
Publishers 
anxious to get 
the first hit in 
the Christmas 
rush handed out 
plenty of treats 
this month, so 

don’t feel like 
you have to put 
on that Ryu 
outfit and go 
door-to-door. If 

_ you do take the 
cosplay plunge, 
at least on this 
one day, you 
might not come 
back with a 
sack full of 
restraining 
uae 


1 Q). 05 TUESDAY 


wa DOA: ULTIMATE 


PUBLISHER: TECMO // DEVELOPER: TEAM NINJA 


™ Tired of your silly 
queries, Itagaki has a 
ay question for you: “Are 
Pita You ready to rock?” 
# Packed with eye candy 
galore, DOA: 
_ Ultimate takes its 
= Girls Gone Wild 3D 
rishi moves online with Live play. 
Watahhh! Also, forget the nee DC 
Comics heroes—Acclaim has created 
a much more “payneful” experience 
based on the gritty 100 Bullets 
series. 


iE U 06 WEDNESDAY 


wa ROBOTECH: INVASION 


PUBLISHER: TAKE-TWO // DEVELOPER: VICIOUS CYCLE 


CAD OR ALIVE 


The title says 

; Robotech, but 

=, Invasion |s al! about 
the new generation. 
ee. Virtual soldiers gung 
pee ho for another tour in 
fae Nam find themselves 
behind enemy lines 
ant the 1968 Tet Offensive in 
Conflict: Vietnam. A\so: Leisure 
Suit Larry, Tron 2.0: Killer App. 
and Backyard Wrestling 2: There 
Goes the Neighborhood. 


1 O , 20 WEDNESDAY 


wm O1OGI 2 


PUBLISHER: SEGA // DEVELOPER: FROM SOFTWARE 


Medieval Japan is all 
© the rage all over again. 
In Otogi 2, four new 
aif Characters join undead 
peal swordsman Raikoh. A 
F ninja named Kurenai 
takes a stealthier 

fal approach in Red Ninja: 
End of Honor. Other options: Out 
today are ESPN NBA 2K5, Outlaw 
Golf 2, Teenage Mutant Ninja 
Turtles 2, Fight Club Bard’s Tale. 
and World Championship Rugby. 
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i O 05 TUESDAY 


w MORTAL KOMBAT: ceceeron 


PUBLISHER: MIDWAY // DEVELOPER: MIDWAY 


Scorpion, Sub-Zero, and 
Miia Jax Offer up their 

Mee Salloween costume 
tips starting today in 
Mortal Kombat: 
Deception. |}\'s 
October date sounds 

# too early for Xbox 
Owners to worry about being Doomed, 
but you can also choose from Shayde: 
Monsters vs. Humans, Ultra Bust- 
A-Move, Midway Arcade Treasures 
2, and World Championship Poker. 


1 U ' 13 WEDNESDAY 


mw OUTRUN 2 


PUBLISHER: MICROSOFT // DEVELOPER: SEGA AM2 


Eee Simply put, OutRun 2 


oozes more nostalgia 
than an “| Love the ’80s” 
~ marathon. Three other 
mi sequels arrive today to 
" complete a quartet of 
‘twos’: BloodRayne 
bai 2, Fatal Frame 2, and 
Tak 2: The Staff of Dreams. And if 
you know who Freddy Adu ts, you can 
find him on the DC United team in FIFA 
2005. Also out today: Chessmaster. 


10.26 tHursoay 


wa DAWN OF THE DEAD 


FORMAT: DVD // STUDIO: UNIVERSAL STUDIOS 


Relax today and catch 
48 Up on this month’s DVD 
releases. Or don’t—the 
narrowing Dawn of 
the Dead is a remade 
classic full of hungry 

i eens: wandering 
ound town for their 
T-virus not included. If 
youre on a stricter diet, or you skipped 
the lines at the box office this summer, 
Day After Tomorrow and Van 
Helsing can now be found, too. 


next meal 


1 O 06 WEDNESDAY 


wm NBA LIVE 2005 


PUBLISHER: EA SPORTS // DEVELOPER: EA CANADA 


~ EA Sports and ESPN 
" ry take their rivalry to the 
Mie, Ardwood this month. 
Live looks to take the 
aeeA ~~ tipoff, but don’t be 
a i surprised if ESPN’s 
| 4 ., release date is moved 
~ “®\" up to challenge for the 
ball. Neversoft builds on its story 
mode, brings back classic play, and 
adds again to the trick system to 
keep skating with the Hawk as cool as 
ever in THUG2. 


i O 13 WEDNESDAY 


mwa OPERATION FLASHPOINT 


PUBLISHER: CODEMASTERS // DEVELOPER: BOHEMIA 


Armchair warriors: don’t 
_ dismiss Operation 
’ Flashpoint without a 
ae 200d look when it 
a reports for duty today. 
An impressive array of 
LASHPOIm more than 40 of the 
meee Dest military air, sea, 
and land hardware from the mid-’80s 
awaits battle on Xbox Live. Those with 
less Itchy trigger fingers can look for 
Crash ’N’ Burn and FunkMaster 
Flex’s Digital Hitz Factory. 


1 0 27 FRIDAY 


GODZILLA: SAVE THE EARTH 


PUBLISHER: ATARI // DEVELOPER: PIPEWORKS 


It’s almost time for that 
graveyard smash, and 
with Godzilla: Save 
the Earth, you can 
even do the monster 
mash on Live with up to 
four players. Also out 
today: Close Combat: 
First to Fight, Men of Valor, The 
Incredibles, Ty the Tasmanian 
Tiger 2: Bush Rescue, Scaler. Dai 
Senryaku, Monster Garage, and 
SpongeBob SquarePants. 


Can EA leave the competition in the dust? 


Forty-eight million dollars is a 

substantial amount of money to 

spend in one place. It depends on 
what that $48 million buys you, though—if 
it’s buying a piece of one in every four 
console games in development today, it might 
well be worth it. And that’s just part of what 
Electronic Arts bought when it acquired 
Criterion Software Group for, yes, about $48 
million in cash. 

Criterion is the developer of the Burnout 
series, of course, as well as the highly touted 
shooter Black, which impressed a select few 
with early technology demos at E3. But 
Criterion doesn’t just make games—it also 
helps other developers make games by 
licensing out its RenderWare development 
platform. 

RenderWare is a hefty toolbox containing 
graphics, physics, A.I., and sound technology, 
as well as a studio organization system for 
coordinating all the myriad tasks of making a 
game. Criterion claims that one of every four 
in-development console projects uses some or 
all of the RenderWare package, naturally 
paying for the privilege. 

What does this mean to EA? It means that 
the biggest software publisher in the business 


just got bigger. Grand Theft Auto: San Andreas 
uses RenderWare. So does the Tony Hawk 
series. So do some 500 other past and present 
projects, Criterion claims. Even EA's biggest 
competitors use it—Winning Eleven, the 
premier challenger to FIFA Soccer's crown, has 
been made with RenderWare for years. Now all 
those developers owe a cut to EA. Meanwhile, 
EA will give its internal teams more tools to 
work with by mixing its own technology with 
the best of RenderWare. 

In the days shortly following EA's big 
announcement, third-party developers 
universally kept mum about the deal. It’s hard 
to say what they could do about it, though. 
Middleware like Criterion’s technology is going 
to become only more important as game 
hardware becomes more and more complex. 
It’s no coincidence that Criterion is a key 
player in Microsoft’s XNA initiative, as well as 
Sony’s Collada project, for creating an open 
industry-standard 3D file format. 

The acquisition puts EA in a unique position 
in the game industry, taking the lead both in 
development and one link up the chain, filling 
the gap between development and hardware. 
Just how much EA will try to do with that 
clout, however, remains to be seen. 
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Ancel, and Tempest 2000 ace Jeff 
Minter. In a statement from his farm 
in Wales, Minter said he’s “chuffed” 
by the nomination but also predicted 
he’s being set up to lose to Molyneux 
in the finals. You'll always be a 
legend to us, Mr. Yak. 
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An official announcement about 
the future of Atari’s exploitation 
of the Matrix franchise is coming 
soon, founder Bruno Bonnell 
promised at the French company’s 


latest investor conference. Atari 


roOranr 


has a license to make two more 
games after Enter the Matrix, and 
it’s apparently going through with 
those projects instead of walking 
away from the franchise’s burning 
wreckage, like a saner publisher 
might. 
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Sifest spring. The console version ef 


+ 8 eS, 


_ Beautiful Game Studios, which 
wen we PC — or Sports 


fe” Champlotiahl Minas Don’t worry, 
one has to be English to make sense 
of these sorts of things. 
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SHENMUE L 

In defiance of all but the eter 
hopes of fanatics, Sega ee : 
a revival of Yu Suzuki’s adventure ‘ 
Shenmue. Shenmue Online willgi 
the Xbox a wide berth, though*=i 

a PC-only online action-RPG ma 

by Korean developer JC 
Entertainment and is designed 
primarily to spearhead Sega’s 
expansion into mainland China. If 
that sounds comparatively sane to 
you, consider that the Korean press 
quotes a figure close to $26 million 
for the game’s budget. Sega had 


itself is icschiiees for. 


_ Japanese development teams. in 
_ online ad for new Microsoft Game 
Studios personnel seeks applicants 


with a variety of modern game- 
‘Belopment skills (artists, 
igners, and engineers are 


Me led), as well as an attitude 


opposed to the Japanese game 
industry’s current creative 
stagnation (their words, although 
it’s hard not to agree). Whether 
Microsoft is putting together a last- 
ditch Xbox project for Japan remains 
to be seen—the company could very 


invites applications from 
programmegs exparienéeton both 
PS2 and Microsoft’s console. : 
Whatever it is, though, it’s probably 
not for Japan Hard times are 
causing Japanese developers to 
make more and more games for 
export these days. 


better get its money’s worth... well be hiring for a PC proje 
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Q: Your views on Tekken and 
Virtua Fighter are well 
documented, but what is your 
opinion on the more famous 
2D fighting franchises—like 
Street Fighter, King of 
Fighters, and the Guilty Gear 
series? 

A: A designer at Guilty Gear, 
Ishiwatari, is a good drinking 
buddy of mine. 


Q: | have a big problem: | think 
my best friend is seeing 
someone...only problem is, it’s 
our high school English 
teacher! Now she’s pretty hot 
(and young) and all, but it just 
seems like this can only end 
badly for all concerned. How 
can | talk to him about this? | 
mean his other grades are 
slipping pretty badly already... 
A: Rather than wasting your 
time worrying about your 
friend, you should study hard 
for yourself. 


Q: When will Ninja Gaiden 2 be 
released? 
A: After Dead or Alive 4. 


Q: If someone wanted to get 
into development, what kind 
of schooling would you 
recommend? 

A: You should graduate from 
the best university in the 
United States. If you can’t 
even get a good score ona 
paper test, don’t expect to be 
good at anything. 


Q: Why does Ryu Hayabusa 
look Caucasian? Surely you— 
as a Japanese person—must 
despise the whole “American 
Ninja” phenomenon? 

A: You know what? You're 
confused. 


Rie KAS 
ASK ITAGAKI! 


Tecmo’s head ninja answers your questions! 


Q: Do you listen to the 
Japanese rock band Guitar 
Wolf? They rock! 

A: Never heard of it. 


Q: We all know that you really 
like the ninja, but what are 
your feelings towards the 
samurai? | mean in general, as 
opposed to games like 
Onimusha. 

A: | think the samurai is just as 
cool as the ninja. If you haven’t 
already, you should definitely 
watch The Last Samurai. It’s a 
very well-done movie— 
considering that the 
Americans made it. 


Q: What's your favorite brand 
of cigarettes? 
A: Seven Stars. 


Q: Just how many pairs of 
sunglasses do you own? 

A: |own a bunch because 
when | get drunk | often toss 
them away and lose them. 


Q: Why does Tekken 5 still 
look like a piece of crap? 

A: Well, Pll let them finish the 
game first before | make any 
comment. :- 


Tecmo’s Tomonobu Itagaki is not 
a licensed therapist, nor does he 
have a degree in psychiatry. 
Have a question for Mr. Itagaki? 
Just e-mail us at 
XBN@ziffdavis.com. 

For Ask Itagaki 

archives, check out 
askitagaki.lup.com 
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XBOX SUPERE EPL TING 
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Once upon a time, connecting 

multiple game consoles 
together seemed like a great idea. 
Multimonitored arcade machines like 
Sega’s Ferrari F355 Challenge and 
multiscreened PlayStation Link 
console titles inspired hopes of at- 
home gaming with linked consoles. 

Now, even though bring-your-own- 
PC LAN parties have become popular, 
multiconsole gaming hasn’t gone 
anywhere. Today, virtually the only 
people buying two of the same 
console are Game Boy Color fetishists 
and PlayStation 2 owners with 
defective optical drives. 

But there is another group: 
computer science students. Following 
in the footsteps of the University of 
Illinois at Urbana-Champaign’s (UIUC) 
PlayStation 2 Computational Cluster 
project last year, in which 70 PS2 
consoles were connected to form a 
true supercomputer, a group of comp 
sci techies in Ohio has created 
ClusterXx, “the world’s largest Xbox 
cluster.” 

Like the PS2 cluster, the free Linux 
operating system is at the core of 
ClusterX’s project, which presently 
features 12 linked Xboxes en route 
toward a goal of 35 total systems. 
The donation of 10 used Xboxes by 
one of ClusterX’s team members 
helped elevate the project over what 
was previously the world’s largest 
Xbox cluster, which utilized four units. 

What’s the motive? The National 
Science Foundation gave UIUC grant 
money for the PS2 project, but Team 
ClusterX’s college wouldn’t fund 
research into parallel processing. 
Having heard about Xboxes running 
Linux, the team decided to use its 
own funds to “show [UIUC] that they 
spent WAY too much money for what 
they produced.” Armed with used 
Xboxes purchased for $75 apiece, 
they’re proving their point. Each Xbox 
has twice the processing power and 
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RAM of a PS2, so around $5,000 today 
can accomplish what $50,000 in Sony 
hardware accomplished in 2003. 

What can you do with a cluster of 
consoles running Linux? Sadly, the 
answer doesn’t involve Project 
Gotham or Halo 2. Most super- 
computing clusters are used for 
anything other than gaming 
applications—code breaking, genius- 
level math problems, and Search for 
Extraterrestrial Intelligence (SETI) are 
popular applications, and that’s why 
most people building computer 
clusters are students. 

Team ClusterX’s ambitions are 
similarly academic. Member Robert 
Miller says that they hope to use 
ClusterX as an educational tool and 
to donate processing power from the 
cluster to local schools. As the 
project progresses, they'll test dif- 
ferent parallel computing applications 
and perhaps develop a small-scale 
rendering farm for 3D graphic movies. 
You can check out the team’s current 
status at www.clusterx.org. // 
Jeremy Horowitz 
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_ We name their influences. They tell us if we’re right... 


042 


2 


Xbox game designer. 


We show our guest a 
series of screenshots 


and let them identify 
the game. We then 
askthemto — 
comment on that 
game’s relevance—if 
there is any—to their 
own work. By 
discussing various 
external influences, 


_we hope to gain 


insight into their own 
creative processes. 


RLH (RUN LIKE HELL) 
| Interplay PS2/XB 
LORNE LANNING: | going to say the first 
Half-Life, but | think 'm wrong. 
Xbox Nation: |t’s not the first Half-Life. 
LANNING: The characters so indefinable—| 
cant see his face. The only defining thing is 
the heads-up display, and | don't recognize it... 


_&MBN:1t’s Run Like Hell for PlayStation 2 and 


Xbox. We chose this because—like Munch’s 


_ Oddysee—it’s one of the few games to 


feature dedicated product placement. 
LANNING: \What was the product? 
XBN: |t was Bawls Guarana. 


WWW.1UP.COM OCTOBER 2004 


LANNING: When you're building expensive 
games, [you] get [the money] from anywhere 
you can. In the case of SoBe [in Munch's 
Oddysee], [they] looked at the lineup of 
titles, and nothing seemed to really resonate 
with their brand until they saw Munch. They 
went, “This is more family; this is more casual 
market. We like this little guy—he’s a small 
hero against a big world, and we'd like to be 
connected to it.” We're going, ‘Is it what we 
want to do—product placement? No,” But we 
do want to keep on building games, so if it 
can help offset some of the costs and make 
it easier for us to build games, OK. 

XBN: |t seemed like it actually fit in Oddysee, 
though, because it served a purpose... 
LANNING: Well, one of the things that SoBe 
liked was that it was all vending-machine 
power-ups. They were like, “It’s perfect—we 
have soft drinks.” Soft drinks, on the scale of 
what's really horrible for you versus what’s 
not too bad for you—they were kind of on 
the not-too-bad-for-you side. So it was kind 
of a marginal improvement for healthy living. 
But the real product placement is in the 


_ Xbox Nation talks innovation, character, and product placement with the wise Wizard of Odd 


~AROUT: © 
POP quiz 

_ Each month, XBN 

_ pops the quiz on an 


sports games and the driving games—all the 
billboards, all the signs. 


- 
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Zan TOEJAM & EARL 

mal ToeJam & Earl Prod. Sega Genesis 
LANNING: JoeJam & Earl. | wanted to kill this 
game during Abe's Oddysee because people 
were spending so much time here playing it. 
Battlefield 1942 was the last one... 

XBN: \Were you a fan yourself? 

LANNING: \\hat | liked about ToeJam & Earl 
was It was one of those first early games 
that started to have a good sense of humor 
with who the characters were. ToeJam— 


what the hell was that in the first place? 
XBN: |t had a great sense of humor... 
LANNING: Yeah, and that’s something | think 
is still infrequent in the games we're seeing 
today. There’s a difference between 
challenge value and entertainment value. 
Challenge value is when | blow the guy up 
and see his limbs go flying, and | go, “Yeah, 
that’s cool.” or “Yeah, | beat this,” because he 
was hard. But entertainment value Is [when | 
say], “That's crazy what he just said. That's 
funny in the way he just did this, the way he 
hit the ground.” So like in Halo, | run out of 
ammo, I'm toward the end, these little heads 
are chasing me every-where...it’s funny, but 
not if anyone else is watching. Whereas in TV 
and films, we expect humor [to be] delivered 
in a wholly different manner. That's 
something that in games—because of 
memory capacity and production values—is 
getting more frequent, but we still have a 
long way to go. Fun to watch, fun to play. 


2 SUPER MARIO 64 
Nintendo No4 

LANNING: Super Mario 64. An awesome 
game. What's interesting Is that in one 
generation, look at how the market changed. 
Super Mario 64 sort of defined the third- 
person platformer with personality and 
physics and 3D, and we played the hell out of 
it. It's So deep with so many hours of play. And 
now what's happening? Shorter games. 
People want to get through the whole game. 
Twelve to 15 hours is sort of what seems to 
be the target for developers and how long 
the game experience is if it’s a linearish story. 
The idea of having so many levels, like Mario, 
has largely gone away, at least for the ma- 
jority of the market. When Microsoft began 
the Xbox, it was still like, “Mario’s the mark. It’s 
got to be the Mario of this generation.” It was 
a different day. Now it’s Grand Theft Auto 
that’s defining this generation. 

XBN: We chose this because it brought 
Mario into the third dimension—just as you 
did with Munch's Oddysee, which must have 
had its own inherent problems... 

LANNING: [he reason we chose 2D in the 
first place on the PlayStation was twofold. 
We knew everyone was going 3D, and yet we 
knew the graphics power wasn't really there 
to differentiate one style from another style 
visually. You can only make it look so different 
from the others. If we look at all the 3D 
games on the PlayStation in the first couple 
years of release, it’s a lot harder to do this. 


What we said was, “We bring a lot of art and 
production design to the game-production 
process. How do we help that define us in 
this sea of clutter?’ That was the issue. 


A MDK 


Shiny Entertainment Mac/PC/PS1 
LANNING: MDK, right? 

XBN: Yes. Like Stranger, MDK features both 
first- and third-person gameplay... 
LANNING: In some ways, it’s kind of ahead 
of its time. And then in other ways, they 
probably would've liked more time to polish it 
[into] what they really wanted it to be. But it 
definitely broke new ground, and at that 
time, it was really at the beginning of free- 
roaming 3D with an actual 3D world. Do you 
know what Shiny’s working on next? 

XBN: \We've heard something about a sequel 
to Enter the Matrix... 

LANNING: Yeah, that’s probably it. 

XBN: But does anyone care at this point? 
LANNING: No. 


5 BEYOND GOOD & EVIL 

Ubisoft GC/PC/PS2/XB 
LANNING: Oh, what's her name, with the 
pigs. Uhh...Beyond Good & Evil? 
XBN: Yes. 
LANNING: | love the character designs In 
this game— felt like they touched on a 
number of things with the characters that 
we don't see happening that frequently. 
XBN: \We chose this because its plot is similar 
to those in Oddworld games. The story starts 
off very small and then evolves into 
something very big—with a big theme and a 
big idea behind tt. 
LANNING: In Stranger, were going to do 
that in a whole other magnitude. One of the 
things we felt about the previous game was 
it didn’t scale appropriately. In this one, we've 
achieved it: It’s fresh, and it’s carrying the 
story. The story and gameplay are matching, 
they're progressing, and they're ramping, and 
it’s doing what it should do. Finally! 


“sc ab one a 


BLACK & WHITE 

Lionhead Studios Mac/PC 
LANNING: Black & White. [When] | started to 
play Black & White, | really liked what was 
happening on sort of a design-theory level. | 
introduced [Black & White designer] Peter 
Molyneux when he was presented with the 
lifetime achievement award at the AIS 
awards this past year for good reason, 
because | wanted to. 

Here's where | think [there’s] a great shame 
in the industry today. Everyone says they 
want innovation, but you don’t reward 
innovation unless It’s really as tight as Gran 
Turismo 4. But there’s no way—in one 
iteration of a new, innovative game—that you 
can build it reasonably and get it to market 
and have it play as well as fighting game 200, 
or racing game 300, or shooting game S500. 
There’s not enough money and there [aren't] 
enough people to pull it off. The best that you 
can do is really try to make some significant 
games, and try to do that really well, and 
maybe you can blaze it into some new ground 
where we go, “It’s not just a new look at the 
physics on this shooter and this better lighting 
model, but it’s actually a new play style.” 

With a game like Stranger, there’s so much 
to learn. What's the balance between first 
and third person? How should it feel? It’s one 
thing getting the third-person game to have 
a great feel to it. It's another thing getting a 
first-person-shooting game to have a great 
feel to it. Try doing both of those on one 
game budget. It’s extremely challenging. 
XBN: |t's something we grapple with all the 
time. It’s tempting to give every original game 
a 10 out of 10 because It’s brave enough to 
do something new, but then at the same 
time, youre sitting there breaking your 
controller in your hand thinking, “Can | really 
recommend this to someone in good faith?” 
LANNING: And it’s totally valid. So it’s a 
conundrum that | think we need to find the 
solutions to, as to how we promote them. You 
get into movies, and more people pay 
attention to “two thumbs up” than they do 
any of the other reviews. Look at Molyneux: 
Fable in production, BC in production, The 
Movies in production. | think Peter's kind of 
crazy in a healthy way, because [these are] 
three completely different, innovative, 
ground-breaking games if he achieves them— 
and Black & White 2—all in development at 
the same time.To me, that deserves support, 
because if he cracks those nuts successfully, 
youre opening up new genres. // 
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LORNE LANNING 


AROUT: 
OQDDWORLO 
INHABITANTS 


Formed by special 
effects and computer 
animation veterans 
Sherry McKenna and 
Lorne Lanning in 
1994, Oddworld 
Inhabitants has 
established itself as 
one of the most 
ingenious developers 
in interactive 
entertainment today. 
Featuring lavish 
visuals and engaging, 
challenging 
gameplay, the 
developer’s portfolio 
of all-original titles 
includes Abe’s 
Oddysee (PS1), Abe’s 
Exoddus (PS1), and 
Munch’s Oddysee 
(Xbox), which have 
sold over 4.3 million 
copies worldwide and 
garnered more than 
100 industry awards. 
Its latest endeavor, 
Oddworld Stranger, is 
scheduled to ship in 
2005 and was the 
featured game in last 
month’s issue of XBN. 


ABOUT: 
LORNE 
LANNING 


President and 
cofounder of 
Oddworld Inhabitants, 
Lorne Lanning has 
more than 15 years of 
experience in 
computer graphics 
and digital media. 
After a stint at the 
School of Visual Arts 
in NYC, Lanning’s 
interests in computer 
animation and visual 
effects found him 
working as a technical 
director on several CG 
projects at the TRW 
Visualization Center, 
and then at 
Hollywood-based 
Rhythm & Hues. In 
1994, he created 
Oddworld Inhabitants 
with Sherry McKenna. 
Lanning holds a BFA 
from the California 
Institute of the Arts 
and was awarded an 
honorary doctorate 
degree from the San 
Francisco Academy of 
Art College. Lanning 
also serves on the 
board of directors for 
the Academy of 
Interactive Arts 

& Sciences. 
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We understand. 


That’s why we've created 
the ultimate neighborhood 
gaming store where: 


YOU CAN TRY ANY GAME 
BEFORE YOU BUY 


Play any new or used game So you can 
make sure it’s exactly what you want. 


YOU GET THE BEST DEAL 
ON TRADES-GUARANTEED 


Trade in, trade up. Get more games for 
less cash by trading in your old titles. 


YOU GET THE 
LARGEST SELECTION 


Nobody beats our selection of NEW, 
USED and CLASSIC games and consoles. 


WE’LL FIND IT FOR YOU 


Order any hard to find game and 
we ll track it down for you. 


Hit for a store near you. 
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Social & Sports gartlesem 


NEED A NEW DRUG? WELCOME 
TO THE XBOX LIVE ARCADE. 


Shoot batts to 
mouth int 


oF ALAR? 
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eee Coin-op classics and old 
favotites you grew up with 
in the video arcades 
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3 Xbox Nation: How many pine will 


Citizen Zero simultaneously Seppe ins s: 


. the same zone/server? 
» » Steve Wang: Three thousand to 5,000 haa ; 
- Simultaneous players in each shard coy. of. : 
_ the game universe). 


XBN: How will Citizen Zero leverage Xbox. 
Live’s features? © 

Wang: The Xbox: version is‘a true Xbox Live 
game. The game uses voice communication’ 
within the team and a mixture of friends list - 


and in-game communication systems for =~ 


coordinating and organizing ona larger scale. 


’ For example, players can find a mission ugg ; 


amission-classifieds system (an in-game 
extension to the Optimatch system) or buy 


- and sell items in-game using the item 


classifieds. The game has a very extensive 
clan: system (with clan:HQs, clan missions, - 
and clan progression) that incorporates. 
support for the Xbox clan system. 


; XBN: What happened with Micrasoft picking 

. up-the title and then leaving it?) = ee 
. Wang: We worked on Citizen Zero as an Xbox 
. title with Microsoft for 18 months, and at the’ 
_ end of the time, changes in strategic 

_ direction led‘to'a very amicable parting 
of ia bi 


- MBN: How will you compensate for the lack: 


of keyboard and mouse? 


‘Wang: You won't need:a keyboard to play CZ. 


When we were approached by Microsoft to 


- do.an Xbox version of CZ, one of the things - 

. that we were most excited about was pairing 
the voice communication with the action. 
gameplay. Voice is. fast enough to make fast 


teamplay possible and serves as a wonderful | 


i amplifier for the emotions of the team. OF = | | s 
_. course, that meant providing other means for 
.. players to talk to each other dnd interact ~ 


outside the confines of their team (the ° 
classifi eds, the news system). 


XBN: Aside from this being t the only Xbox 


-» MMORPG, what features do you expect Xbox ; 
7 ~ gamers to be most excited about? : : 
_» Wang: A new action paradigm: CZ creates a: 
- new kind of action-game experience that: 
-- combines-shooter mechanics, special eA 
- abilities, and-explicit multicharacter combos . 
. that.are all deployed shooter style. - 


_Also, longevity and investment: Each class 


‘ offers more than 500 hours of gameplay 
_ with extra challenges from clan | progression 
_and factions. 


Clan progression: In CZ, you can grow a 


_ Clan in power and ability much the way you | - 
| Bfowa character by tackling clan-level 

"- Missions, battles, and operations, ang by 

_ collecting resources. 


-» And factions: There are five large NPC. 
organizations i in €Z that offer missions, 


unique special items, anda chance to get - 


cought up inthe unfolding world drama. 


BN: will Xbox players be able So play with: - 
- PC players? ne 
_- Wang: We are undecided, ‘although there are : oe nes 


no.technical ars Peete’ this from 


- occurring... 


XBN: How close to release are you? 


. . Wang: We haven't announced a beta date for ss 

. the Xbox version yet. We will announcea = 
date as we get closer. The PC beta will bei ms 
; mid f0 late 2005. 


“High adventure from the creator of dara Croft; ¢ (salleon is a triumph!” 
= Play (Magazine 


Gparedevil heroics, superhuman fighting skills 
and) jaw-dropping athletics are delivered through 
groundbreaking and effortless controls, 


omance! 


— ‘ ith, redheaded mystic healer and 


Aihoko, martial arts master, 


Alcohol Reference Peau! : TH — 
Suggestive Themes ‘; “ o ON ali) . 
Violence » & ae) ot | 


ESRB CONTENT RATING www.esth.org A Ane * eee = WWW.ATLUS.COM 
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at Microsoft holds regular ¢ events with touring: ° 
‘bands, giving regular ‘ol’ gamers a‘chance to: 
touch (read: ruthlessly frag and dunk on) real: : 
celebrities on Xbox Live. Some of the: bands aie: 
‘company has hosted sessions with include the: - 
Strokes, OutKast, Ash, Korn, Hoobastank; New Found: 
Glory, the Rapture, ‘Little Brother, and Yellowcard. The 
variety of § games played, from: Counter-Strike. to NBA - 
Inside Drive, reassures us that-no matter what. game - 
we dominate i in, we'll still be able to tackle the stars. ‘ 


RYAN KEY FROM YELLOWCARL ie HE TONIGHT SHOW—PRESUMABLY AFTER S| EING A BiG 
SCARY SPIDER ON THE FLOOR... ~, 


dig ita l Te featuring Game On NY OM eigitallife.com 


DigitalLife is this year's ultimate technology event for home, work and play — featuring GameOn NY, the first major video 
game expo & tournament to hit New York City. Test cutting-edge action and sports games, compete in tournaments to win 
cash prizes, and drop by the Gamers Lounge to catch cool entertainment and celebrity guests. 


Don’t get left behind! See it all at DigitalLife. 


Official Gaming Sponsor: __ Designed in Conjunction with: Sponsors: 
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industry’s short 27- “year 
‘history and become en- _ 


___vs. SNK: EO was not the first online 

- fighter, Unreal Championship was 

_ not the first to offer downloadable 
_ content, and 2003 was not the first 
_ time Madden met a modem. 


1 SATALLAVIEW | 
_ Launch Date: Summer 1995 
_ Console: opel Famicom 
(Super NES) 

Description: a Japsnvanty 


_ peripheral plugged into the bottom 
~ of the console and downloaded data ae 


_ through a standard television 
_ antenna. The service was free, but 


__ with a catch. Nintendo would air the _ 
_ data only at certain hours of the day, _ 

_ $0 customers would have to tune in _ 
and download the data in a manner 
_ similar to recording a TV program on — 
_ aVCR, Satallaview games included a 


remixed version of F-Zero and 
weekly quests for Dragon Warrior. 
_ Pricing: 18,000 yen — 
Dai 
_ What Went Wrong? New — 

_ downloads of Super Mario, a Mario — 
version of Excitebike, and Square 
_ games helped maintain interest in 
__ the service, but it ultimately died 
from lack of software agian from 
other developers. 


_ 2 XBAND | 

- Launch Date: May 1995 

Console: eae! NES and Sega : 
Genesis — - 
Description: Before Xbox Live and 


_ Guilty Gear, 2D fighter fans could 
_ get their online kicks by plugging in 


_ an XBand modem. XBand supported | 


a number of big titles including 
_ Super Street Fighter Il, John Madden 
_ Football ’95, and Mortal Kombat Il. 


_ Speed: 2600 baud rate modem 
- What Went Wrong? “| think that 


__ Sales just weren't high enough. The | 


_ product was awesome but it came 


__ out too late,” Says Eric Snider, former 


_ XBand programmer. “A little while 


_ before | left, there was a deal that 
| : eee Ae was going to ou, the - 


a Wipe t the dist off the game 


_ What Went Wrong? Sega be 


trouble fulfilling its promise of online _ 


company, but it fell through » : 7 


—. 3 SEGA CHANNEL | 
- ghana by the truth that Capcom — 
_ Console: Sega Genesis 
_ Description: With a special 
__ cartridge from General Instruments, 
_ users could connect their Genesis to 
~acable box and download dozens of 
new games, even a few rare titles _ 
_like the Japan-only, extra-difficult 
_ Mega Man: The Wily Wars. 
Pricing: $15 per month 
“Speed:N/A oo 
_ What Went Wrong? At its Gos 
_ Sega Channel had over 250,000 — 


Launch Date: Winter 1994 


subscribers in the United States and 
_ was making strides in Japan andthe 
: - re] SEGANET 

Launch Date: Saptenber 2000 


U.K. In classic Sega fashion, Sega’s 
addiction to new hardware and 


peripherals doomed the service 
when the company launched a new 


online Lire 1s Me Saturn console. 


: 4 NET LINK | , 
Launch Date: October 31, 1996 


Console: Sega Saturn 


_ Description: Alwaysitchingto 


develop new gadgets, Sega released 


~ an Internet-ready modem for Saturn 
that enabled Web surfing and e-mail, _ 
_ with promises of online gaming 
_ down the road. Sega released a Net 


Link-enabled version of Sega Rally : 


Championship nearly a year are the 
~ modem launched. _ 
Pricing: Modem retailed for $199, 99, 
plus $19.95 per month for ontine 
service . 


Speed: 28. BKbps spuient: 


gaming, leaving customers with an 


expensive and cumbersome Internet 3 
browser. But is it any question why it — 
failed? Shoichiro Irimajiri, thenthe 


CEO of Sega, declared the Net Link 


__ to be “inter-tainment in a box—a mix 
Pricing: Modem $19.99, plus $4.95 _ 
for 50 connections per month or 

_ $9.95 for unlimited use 


of Internet apps and online gaming.” 


__ When you use words like “inter- 
_ tainment, a you’ re asking for failure. 


i a Nintendo 64DD 

_ Launch Date: Winter ses 
Console: Nintendo 64 — 
Description: Never released 


outside of Japan, the oft-delayed 


—64DD peripheral let gamers pimp out 
_ their N64 with. a Yee ees / 


ae ie and narrowband modem. a 
one could use the modem to ‘upload. . 
_ their artistic creations in Mario Artist 
- . : and log onfor around of golfin 
____ Japan Pro Golf Tour 64, the only | 
game that supported online soi 
a Pricing: 30,000 yen ek 
_ Speed: 28.8Kbps modem oo. 
_ What Went Wrong? The 64DD was . 
_ destined to fail. The add-on Wa 
_ released just before Nintendo — 
_ announced its next console, 7 
GameCube. It also suffered fro a oo 
of software. Only nine games would . 
__ be released for the 64DD, oe . 
___ Sim City 64, Doshin the oe — oc 
| few Mario Artist titles. a 


‘online ¢ gaming 


Console: Sega. Dreamcast — 


___ Description: Sega took a bold istep on 
- inonline gaming by shippingits —is_—t™S 
~ Dreamcast console with a built-in — 
_ 56K modem—however, ittookan 
__ entire year for Sega to put it to use. oo 
_ On Dreamcast’s one-year - oo 
= anniversary, SegaNet was leunghiseh a 
~ The online portal let players frag _ 
together in Quake Ill Arena, Play... 
ball together in NBA 2K1, and party 
_ together in Phantasy Star Online. - , 
_ Pricing: $21.95 per month | 
“Speed:56Kbpsmodem itis 
_ What Went Wrong? SegaNet w was o 
one of many casualties when Sega 
killed Dreamcast prematurely and 
_ announced it would shift its focusto 
developing games for its. ead 


: [7 PHANTOM > 
Launch Date: November 2004 
Description: The ultimate Be ToL a 
‘in online console gaming? Infinium — 


Labs’ Phantom console requires a 


_ broadband connection and monthly — Ae 
_ subscription fee. In return, gamers 
_ can download new games onto the 
system’ s hard drive, circumventing a 
: _ trip to the nearest api de x Hy: ao 
Lape releases, 7 
Pricing: Free when consumer a _ 
agrees to a two-year, $29. 95 per oo 
| ae subscription i Co 
_ ~Speed:Broadband 3 
_ What Could Go Wrong? A lot But 
one of the Xbox founding fathers, oa 
_Kevin Bachus, is on board _ Melos se 
the ge Ahh Liye of 
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The newest Xbox Live downloadable content, served fresh 
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NINJA GAIDEN 


DOWNLOAD: Ninja Gaiden Hurricane Pack Vol. 1 
WHY IT’S COOL: According to Team Ninja’s 
Tomonobu Itagaki, his team decided to create the 
Hurricane Pack upgrades for two reasons: to 
facilitate further Master Ninja Tournaments, and 
to polish Ninja Gaiden to the point of it becoming 
the greatest action game of all time. While it’s 
tough to dispute the team’s first goal, Xbox 
Nation played through Hurricane Pack Vol. 1 to 
see how close the team is to achieving its 
second mission. 

The first Hurricane Pack includes a new weapon, 
a new parry technique, a new camera system, new 
costumes, and new enemies. It’s a lot of new, with 
features spaced far enough apart that players 
won't see everything in the first few hours. 
Players get the camera, weapon, and parry right at 
the beginning, but uncovering the enemies and 
costumes takes a bit of work. 

While playing, the new features feel in sync with 
the rest of the game. The “Lunar” bo staff has a 
Soul Calibur style to it and flows extremely well 
once you upgrade it to level 6, and the “Intercept” 
parry move makes it easier to fight when 
surrounded by groups of enemies since you can 


reverse their attacks. The user-controlled camera 
makes platform jumping easier and causes the 
world to feel more open—though it barely helps 
with quick action sequences, in which you still 
have to struggle to see what you want. When the 
horseback samurai show up and start riding 
around in circles near the beginning, it still feels 
like the developers are messing with you. 

Despite the quality of most of the additional 
features, it’s a tricky question as to whether 
someone should play the game again. Other than 
a few novelty features, a second go at the original 
game will provide almost as much enjoyment as 
the first Hurricane Pack provides, so those in it 
strictly for the new content should probably wait 
for Vol. 2. 


SEGA (G7) ONLINE 


NEW TRACK: 


NEW TRACK: 
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GOING LIVE | |ST 


Everything you wanted to know about Xbox Live (but were afraid to ask) 


CURRENT XBOX LIVE GAMES 


Live Splitscreen 
Title Publisher Multiplay Live Downloadable Content/Updates 


Al tar Baseball 2004 a aa a 


Armed ‘nn Dangerous 


Chronicles of Riddick: EFRB : 


Dead Man's Hand 


i | Share replays online 
ESPN College Hoops 


Roster Sea 


Roster updat 


Roster updates 
~~ | Roster updates 
Roster updates 


ESPN NBA Basketball 


ESPN NFL 2K5 


| Rosterupdates 


Ful Spectrum Warrior 


High Heat Malo League Baseball 2 2004 Roster updates as eso May 2 2003 


Links noe 


Magic: The atlectinay nied aciiaitis Ten new w spells 0 one new arena 


Midnight Club 


og 


_ MTX: Mototrax | New v tracks ks available 


— inside Drive 2004 


NFL Fever 2003 


NHL Rivals 2004 


Outlaw Volleyball 


Sega GT Online Fiven new w tracks a and sd monthy “07 competitions a available 
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ee ae Fake aie 


|_\ So you've got a shiny new Xbox 
/ Live account and a fat stack of 
games gathered into small (but 


our guide to everything Xbox Live: the 
games you can play online now, the 


games that have downloadable 
organizedl) piles on your floor, but you —_ content, and the games with online 
don’t know where to start. Well, here’s capabilities that you should be 


World Championship Pool 2004 


OUR PIC 


Crimson Skies: High Road to Revenge 


Microsoft Game Studios Microsoft 


Day 1 Studios Microsoft 
Four mechs (Corvus, Raven, Loki, Hellbringer), seven maps (Hell’s Kitchen, Midtown, Desert 

Storm, Stone Cold, Demolition Town, Rock Solid, Jotunheim, Secret Outpost, Magma Fields, 
City Under Siege), and five new game modes (Giant Killers, Scout Match, Skirmish, Check it, 
Take it) 


ProjectGothamRacing2 | 
Bizarre Creations Microsoft 


Paris premium pack contains seven tracks and eight cars (TVR Cerbera Speed 12, BMW M3 
CSL, BMW 645Ci, Chevrolet Corvette C6, Ferrari 250 TR, Ferrari 288 GTO, Ferrari 365 GTS 4, 
Porsche 356A Carrera); Long Beach pack contains eight more tracks and cars (Ariel Atom 
2, Ferrari 612 Scaglietti, Porsche 911 GT2 Clubsport, Subaru Impreza 22B STi, Radical SR3, 
Dodge Ram SRT-10, Volkswagen Nardo) 


Secret Weapons Over Normandy 
Totally Games 

Three planes (Ki-61 Hien, He162 Volksjager, Macchi 202), three maps with missions for 
them (Last Chance, Furious Engel, Escape From Tripoli), and camo skin for planes including 
Ju-87 Stuka and Betty 


————— — -—— ae a 


Midtown Madness 3 
Digital Illusions Microsoft 
Fourteen cars (Ambassador, R4000, Shopper, Trasher, Carica, Furious, LastKraftWagen, 
Concept, Rusty, Formula Midtown, Campione, Stocker, Python, Burken) and 40 new 
checkpoint tracks 


————--— ee 


Tom Clancy's Ghost Recon: Island Thunder 
Red Storm Ubisoft 
Nine maps (Refinery, Beach, Ghost Town, Train Depot, Aurora, Riverbed, Roadblock, Tank, 
Ruins, Wilderness, Hunting Lodge, Island, Prison, Island Village) and three new game modes 
(Firefight, Defend, Recon) 


é ‘ ae a ah wie to = 
ae ga ae a ie ap i = 
ae ee es Be 


| EQ | Fourdeathmatch levels 


LucasArts _ 


1 
DOWNLOAD MANIA 
looking out for in the near future. 

We've also got a list of the most 

popular games out there as of right 


now, so you know where to go for the 
stiffest competition around. 


cae biesieath 


| Three missions: Kola Cell, Vselka Infiltration, and Vselka 


KS: THE TOP XBOX LIVE GAMES 


Tom Clancy’s Rainbow Six 3 
Ubisoft Montreal 
Five maps: Meat Factory, Scharins, Close Quarters, Parkade, and Train Yards 


Ubisoft 


Counter-Strike 
Valve 
Two maps: Office and Inferno 


Microsoft 


Tom Clancy’s Splinter Cell Pandora Tomorrow 
Ubisoft Montreal 
Two maps: Federal Bank and River Mall 


Ubisoft 


NCAA Football 2005 


Electronic Arts | Electronic Arts 
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sunc 


the new men’s magazine about 
gear, technology and entertainment 


The new magazine that believes it’s not about the stuff. It's what you 
do with it and the fun and entertainment it brings. Sync will bring you 
the latest and hottest trends, and products in the world of gear and 
gadgets and put them to the real test: everyday life. 


Sign up now to try an issue of Sync magazine FREE! There's no risk. 
In the unlikely event that you don’t enjoy Sync, you may cancel and 
keep the free trial issue — no questions asked. 


Just go online Now: 


http://trysync.syncmag.com 


eee siah 
is me 
ql ake 
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KNIGHT 
TIME FOR 
THE SIT 


MINING THE FIRST PLANET FOR 
LUCASARTS' KNIGHTS I cegcranse 


“Awaken.” the little-old-lad Developer Obsidiar will add all-new faces, but unique advantages to confer, but as they're 


for this first, exclusive playtest, the only certainly: not attainabl 


voice in your head say: visages available are from the original game. mining-colony planet 


isages a O eragus very 
Welcome to the first and Because the hero starts off as a Jedi, he orshe = much astory for another time. 
uite possibly the worst da must be assigned a class: Jed! consulars 
ee ¥ traditionally function as diplomats and WELCOME TO PERAGUS, 


myourlre; oncentrate on Force-related abilities rather NOW GET OUT! 
You are a Jedi. A fallen-away {Aan physical prowess and skill witha Nelcome to Peragus, and pardon the shotgun 


jedi not wearing any clothes, lightsaber; sentinels tend to blend metee introduction. The Republic is ailing, perha 3 


ability with Force works; and guardians serve as even On the VeTRE ( of colla IDS. The Sith, (Sr 


save for some flimsy and eee cae : 
~ tne Jeal TrOontuNne WOODS. tne cl Cepy al id JesicCavtec uf Darth Sic On, ake 
rather embarrassing At once, you'll note new skills and abilities. ye ret 
ciencies allow characters to become a one In 


undergarments, but a Jedi paride ako Leniaileuashwanaiae aa 
nonetheless. The tank you’ve = aii bonuses the or ae 


just emerged from could have = egenerstion of force and italy ponts, 0 O01 


mgtpa Aamnaar PRP APP or = 


+ - faye 1 damace for attacks done bv two or mor 
been a prison, a sickbed extra damage for attacks done by two or more 
Indl dCLET 5 | eC same ener Ny. UCaS+ Art 


= = Hy s \ a Ny g |_| 
holding the restorative kolto, 22. 6.5) shout revealing the bread 


ie Dreadtr MYSLEMlOUst P| PEC 

or a death trap. Who knows? and depth ot thes 6 new options, but even a This isn't Kansas, and ‘it would take mor 
it could bea combination of CUrsory ee e indicates there's d decided - : a ied conven Ition to me e ie thir He ngs 
wealth of them. The same goes for Jed <osher. The poor souls in tne tanks T ing 
EEE tl Or So are the people in the 

only living soul to be found, oddly 


enough, is in the morgue. And she’s preten ding 


[ 
O 


a°us “ae jing sateen its 
60 d fielc ds t (oO land in an 


ga 


MIND YOu UR MAKER 2 
neg Is tain: ek hero 1s 1 Aa REVal \ to be dead until you peek under the sheets 
and so must st be created trom become one of six specialty Classes. 
alacler-t hele ion screens for Depenaing on wnetner he's good Or evil tne 
{ pudUC II— Ne main character can become a Jedi Master, Jedi | 
IDLE veapons master, Jed! watchman. ora sitn the main er a explore 
c IN nature. ord, assassin, or marauder. Each has Its own ror will she nsight into the 


XBOX NATION OCTOBER 2004 | 061 


aystery of who's been killing 
yone. What _— vill do, almost 
immediately, is notice your 
al pry Sea distress, 
quipping, “You may wish to 


r/o 
GVG 


®) 
=) 
ae) 


your sea ive some clothes.” 
clothes seem to be in shor 


On Frerdagus, howe ie 
pranksters t Obsidi an seem to 
relish makir players explore In 


wnite, anyv 


on Peragus dame ny ina shales 
with another, unknown n, Ship. Two 
droids have been recoveret 
should surprise no fan of 
‘pele: ) their ide 
however, they're listed s V é 
protocol dre oid and a util ty dro! 
and anot cues interestir 
somebody ordered a : 
of sedatives to be adm 
into the kolto tanks YO 
escaped from. 
we erC ra 1 Nas < 


Previc OUS haat you could use 


aug menting \ g yc ur lights abers with 
meee, Cats ear ere 


nedicines, and chemicals can be 
‘imilarly tampered with. In Lords, it 
i vl be possible to take an fbi 
Yedpack—break tt down into 
individu al components, and fea 


reconstitute the ap eeive nents to 
create new items. It’s uncertain, 
exactly, to what extent new items 
can be created, as 1 the stations ci 
not seem to be working properly. 
ait and by the sey, Blasters 


dden on Peragus, as Peragian 
IS only $ ligh tly less volat ile thar 


fuel 
Sean Penn when exposed to 
ohotograpners 
Now you know wnat create 
asteroid field around Peragus... 


The ey droids on Peragus nave 


amok, oe their human 
masters. t fi | 


against on se Peragian minin 


droids, and combat, like t 
Sereremeastinn Screer 


tC} 


dete rmine Who ives and 


5 still possible to pause 


ime. Obsidian promises t 


een altered ey ete 
play out in turns, the dice rolls 


‘ita 
Ns, has = | IG \t 
FI 


ants 


cy > 


If 


s still 
dies, and 


> at any 


hat the 


characters will be mo re cyt namic this 
| 71d, SErrOsn 1g ou 


nis preview build. And as far as 


blatantly obvious changes, there 
only seemed to be one. Now, 2 
player-controlled character can opt 


to apply a medpack or an ae 
device on another party membe 
4 


instead of using it himsel 
a) 


ah te y 
you meet seems like a lesser Mar 
Han Solo. Atton Rand, rogue, cate 
for you in a holding cell. Your 
convers a with Aim Is 
enlightening; it’s here that Rand will 


evan from the origir 


BM rom met yOu to answer Ww ia we 


lal 


a man or woman. He th en 
Ua ip mentions that Revan went 


still 


5 
0 
= 
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FEATURE 


HANDS-ON 
Knight-time Warfare 


Developer Obsidian wants players to 
use all the weapons in the game, 
including blasters, pistols, and rifles. 
Frankly, though, nothing beats a good 
lightsaber duel. 


off to Korriban, the Sith homeworld, 
after the events of the first game 
and simply vanished. 

Is t possible to leave Rand behind. 
to do the unabashedly evil thing and 
let him rot behind a force field? 


erhaps, but for the purposes of this 


playtest, Rand is freed and allowed 
to help attempt to open up the 
sealed parts of the mining facility. In 
combat, Rand proves incredibly 
helpful; each party member has a 
special feat, and Rand's is survival. If 
he’s killed in a fight and he’s not the 
last one standing, he'll pop right 
back up and regenerate some 
health. 

With Rand's help, you'll be able to 
take control of your old friend, the 
robot T3-M4. As T3-M4, you can 


ae 


open up some very important rooms 


and enable the protagonist to 
explore them fully. But calamity 
awaits. When T3-M4 completes his 
task, he’s struck down by an 
unknown adversary. 

Twenty or so minutes in, you'll 
finally find some clothes. “The whole 
half-naked Jedi thing was wearing a 


bit thin,” Rand says when you're 
finally respectable. 


Youre a very, very bad man, HK-47. 
The rr epee i hating protocol droid 
returns, and you'll meet him on 
SEEN When he sees you alive, 
he'll note that you are, in fact, a 
onto among humans. And to say 
he’s up to mischief is an 
understatement. 

It would be inappropriate to 


discuss the scope and nature of Hk’s 


doings on Peragus. A good mystery 
snould be preserved until all can 
enjoy it; suffice it to say, the robot 
plays a pivotal role, and here 
Obsidian has crafted plot elements 
rivaling those of the original Republic 
It may not be an understatement to 
suggest there are events on the first 
planet of Lords similar in nature to 
the grand revelation in Republic that 
the main character was an amnesiac 
Revan, a brainwashed dark Jedi and 
former master to the villain Darth 
Malak. 


Once HK shows up, th ings begin to 
boil. A huge Repub ic cruiser, the 
Harbinger, appears, and so do a 
series of black-clad Sith assassins 
who materialize from out of 
et Krela JOINS your r party, and 

apid succession, the m 
- hs ne been killing the miners is 
solved and the identity of the villain 
who introduced a lethal dose of 
sedatives into your tank is revealed. 
If the first few minutes of Lords 
seem leaden, the later ones move 
like a young Muhammad All. Again 
good taste prohibits spoiling ine 
Surprise 

There's a space walk to be had 
and a ship to prepare for escape. 
Before it all ends, though, you'll find 
out what happened to T3-M4 and 
get a | glimpse of Darth Sion (the 

gnarl y-looking or one on page 62) as he 

release an impressive entrance. After 
a surprising boss battle, fleeing 
Peragus seems to be an altogethe 
great idea, and the playtest ends 
with you manning the guns of the 
Ebon Hawk against... 

An, that would be telling 


* 


“THE WHOLE HALF-NAKED JEDI 
THING WAS WEARING A BIT 


3m sleepy 
hed over 


CHRIS JONES 


CHRIS PARKER 
LEAD PROGRAMMER 


PRODUCER 
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Testers are packed together, sort of off to 
one side and around what seems to be a big 
partitioned table. They’re hammering on one of 
videogaming’s great question marks, Star Wars: 
Knights of the Old Republic ll—The Sith Lords, 
which Obsidian is of course developing. BioWare 
and LucasArts, the companies behind the 
original and beloved Star Wars: Knights of the 
Old Republic, handpicked Obsidian to create the 
much-anticipated sequel. With the passing of 
the torch, fans of the first game are now forced 
to ask exactly who are these guys at Obsidian 
and, more importan they take something 


DARREN MONAHAN 
PRODUCER 


CHRIS AVELLONE 
LEAD DESIGNER 


FEARGUS URQUHART 
CEO 


of LucasArts’ golden goose 


that was very good indeed and make it better? 
Five developers, among them a trio of Chrises 
(Avellone, Jones, and Parker), as well as Darren 
Monahan and the imposing-sounding Feargus 
Urquhart, form Obsidian’s nucleus. There’s little 
doubt as to their credentials; combined, they 
have produced games for Interplay, BioWare, 
and Blizzard Entertainment. And there’s even 
less doubt as to the faith that they can do the 
job; BioWare, currently busy with the Xbox- 
exclusive action-RPG Jade Empire, has also 
agreed to let Obsidian tackle the sequel to the 
popular PC game Neverwinter Nights. // 


AARON MEYERS 
LEAD ARTIST 


SPEAKER@MCONM 


CONTROLLER-MOUNTED SPEAKER AND 
MICROPHONE UNIT FOR XBOX LIVE™ 


jf. -__/ COMMAND TROOPS, TALK TRASH, AND SET PLAYS WITHOUT THE 
Pe (DISCOMFORT AND DISTRACTION CAUSED BY HEADSETS. THE FOCUSED- 
MICROPHONE PICKS UP NO AMBIENT NOISE FROM THE TV OR OTHER 
DEVICES IN THE ROOM, AND THE HIGH-QUALITY SPEAKER PROVIDES 
CLEARER SOUND THAN A HEADSET. SPEAKERCOM™ WORKS WITH YOUR 
EXISTING XBOX LIVE COMMUNICATOR MODULE. THE IDEAL VOICE 
CHAT SOLUTION FOR XBOX LIVE! 


From the Makers of 
RIRSFLO 


NYKO®, SpeakerCom™, and Air Flo™ are trademarks of NYKO Technologies, Inc. Xbox® and Xbox Live™ are trademarks of Microsoft Corporation. ©2004 NYKO Technologies, Inc. All Rights Reserved. 


INNOVATION FIRST . 


You might have noticed — : Nation's official website, -.. = matter the mo st. Each r onth we'll 
that the table of contents www.1UP.com. Go there for quick — _be bringing you great writing, 
on the left features not 30 _hits on the latest ennouncementn: _ arresting visuals, and plenty of 


games—but only three heavy : (and check out our blogs while sir sight. And what better way to ‘ 
hitters for the fall 2004 season. .. you're at it). But stick around Xbox kick off the future of Future that 

The reason forthe sudden _.__ Nation’s new, improved, previews with three of the most promising — 

evolution of this section is none _- --section for a select number of in- forthcoming shooters: Halo 2, 


other than the presence of Xbox depth features on the games that _ Ghost Recon 4, and Snowblind. 


® SELECT 
BACK 


Classic Aviators - Sold Frame ‘ 


t 


Roll a magic ball over everyday items _Isita wrestling — or is ita 


to grow in size. Buy this game for fighting game? Nobody knows, but 
_ your kid brother or girlfriend. Why? one thing is for sure: It’s fun to act 
Because it’s highly addictive, like a macho duck and beat the bling 


supercreative, and only 20 bucks. bling outta the guy with gold teeth. 


Microsoft / November 9 

What more could we say about Halo 2 
that we haven’t already mentioned in our 
2000-word feature on page 72? Not a 
whole hell of a lot. <<. 


GAME Sa - >> PUBLISHER. - RELEASE LIVE GAME PUBLISHER... R T ASE. my: A 
100 Bullets +» Acclaim » _-October ___No Metal Slug 425. = aA ee SN: * > eo SS Ral: «: - Ves: - >: 
P< 1, SSSSEESESSPESSEERSEESSS(: ” - SRESEETETONN( GSEEES( TT Metalwolf Chaos ic OESEREEEEEESSE* SETER Ge 
Advent Rising = Majesco. Sail. ~—SsTBA Midway Arcade Treasures Vol.2 Midway ee eee 
Area S400 2c tT Midway.- Fall TBA Mortal Kombat: Deception == Midway Fall Yes. 
B.C. Poevt renee see aAMIGROSDIE: : 1! +Ball |. =: IND NARC wires i Midway. 0525 5: Spring 2005: 7 (No! :*: 
Backyard | Wrestling 2. iprepe ss SEidog «<4 s+ sees: Ball: >> == “No: NASCAR2005— «Electronic Arts Fall. Yess: 
Bard’s Tale’ reece _ Acclaim Preis October - __No NBALive2005 _. Electronic i ee Fall Yes: 
Battle for Midway __SCl_- Spring 2005 Yes. NCAA 2005 __Electronic Arts Fall Yes. 
Battlefield: Modern Combat _ Electronic Arts _. TBA:2005 | Yes. Need for Speed Underground 2. “Electronic Arts: >: : Fall: "Yes: 
Black CBA 2008 = TBA. NHL 2005: 0°00 —Fectronic Arts ws: Pall + Wes: 555 
Bling 2. °*:-): Tete DERI Oss) Mionmapft <> Sos. Bgl) = Np: Notorious: DietoDrive == “Ubisoft. sal. Yes. 
BloodRayne2 = Majesco ————=——October__—No. OperationFlashpoint Codemasters. ———sFall.——sYes 
BrothersinArms = «(Ubisoft =a’ ~——Yes Otogha os sissies Segaccrsre _September ‘No. 
Call of Duty: Finest Hour - |. “Activision sesees shall... Yes. Outrun2- Microsoft | >». sRall. :* > Ves: 
Citizen Zero TBA vers: EBA: : =): Ves Painkiller: << °° 00 =" - __. Dreamcatcher ~~ Fall “Yes 
Close Combat: First to Fight ee - Take-Two | Winter Yes. Pariah Dore This Cisse Games os MEU oc NOR LG 
Colin McRaeRally 2005 ——Codemasters_—Fail_——‘Yes PerfectDark Zero Microsoft i 2005 Yes. 
Combat Elite: WWIIParatroopers Acclaim === TBA _No. Phantom Dust pees vega ss os UCOSORG © 55522 BAT: : Ves: ** 
Conflict: Vietnam Gathering "Fall _No. Plague of Darkness _ ee NBR 3 52S CORBIEE SSS oNe: s+ 
Conker: Live andReloaded = Microsoft === Winter Yes Predator: Concrete Jungle —— re Vivendi seer Palle POE: 
Crash Bandicoot: Ty Twinsanity _ - Vivendi oe abl: = 2 NO: Prince of Persia Eee «++ Ubisoft: 22s iss Winter sss PBAs «3: 
Crash'N Burn _ crerree Bidos. 2st Pall Yes’ Psychonauts _ “Microsoft “~" "~~~ Winter _ : ‘No: : «: 
D&D Forgotten Realms: _ Atari : ~ Fall No RedNinja:EndofHonor  =——————«CVivendi Fall No. 
ede hn wees Robotech:Invasion —————S—S—S=CGathering. Fall = * > Yes: 
Dark Sector os Groove Games TBA 2006 TBA ‘Robots Vivendi" Spring 2005. - (No 
Darkwatch paren eran Sammy December Yes. RockyLegends = —~=CSs~*« iscCCSCS Fall: Yes: |: | 
DDRUltramix2 vies Kone, 20.22 Balls Yes. Sahara LELES Per eee eens ERAS setae eens s oe ee sO <3 
Dead or Alive Code:Cronus—— Tecmo Liane Le Samurai Shodown 5 Special _ SNK SSDS Rell Wes: 
Deador Alive Ultimate Tecmo ~ October _ Yes Scaler’. Kc “Winter “NO. 
Dead to Rights I: HelltoPay Nam ened 2005 TBA Scrapland = 2 Serilight <2 5777 January 2005 No 
Def Jam Fight for New York —__ _ Electronic Arts _-September No SecondSight erie “Codemasters a ES 4 
Delta Force: BlackHawk Down Novalogic Fall____Yes Sh ces ee Eee: (Sep ae 
Destroy All Humans! eperes 1:.° ee Meeee iS SNK K vs. Capcom svc ; Chaos ert eRe cos) hall --: Ves. 
Doom 3_ “Activision Winter_Yes Snowblind rriiiiBilbsess.:.ss- sss Wintet: Wee (: 
Dukes of | ‘Hazzard oa pO: October No. Spikeout: ‘BattleStreet Sega. alee see are sk I Ye ‘4 
ESPNNDA2K5 00000 Seger: cis Ball Eag? .—ae Splinter Cell: Chaos sos Theory: Ubisoft... November Yes’ 
Fahrenheit sewer eres cee ss VIVERGE 2 exes Fs Winter. No SRS YiNaaico nln. ele “Yes. 
FarCryinstincts (Ubisoft. =< TBA 2005 Yes. Stor WarsBattlefront LucasArts Fall__Yos. 
Fatal Frame 2: Crimson Butterfly Tecmo Bi... Saori no Star Wars Republic Commando._LucasArts.—sFaill.~—=~SsYes. 
Fugit Cama ee et Vivendi Winter’... No! - StarCraft:Ghost eS sBlizzard: ©" "----- Winter’. No: * 
PuatOut <2 stesso ta +3 Empise interactive: «Fall :-: “Yes StateofEmergency2 = =—————sBam!.=—S*S*~S*«wWinter'—=SSWN 
ForzaMotorsport Microsoft ——=Winter—_‘Yes” Street Fighter abba S00 pppepenaass*)gegia op 
GetOnDaFloor Eidos Fall. = NO Anniversary Collection Se eee 
Get On Da Mic Dae ar boroertis .- Seehoabeeeeees DEL Oe Street Racing Syr Synaficate: ++: 212: Namco >.<: <2: +: >> Falk> <= + sNo:* = 
GhostMaster Empire interactive Fall No. ‘Stubbz _ | Wideload:- TBA 2005. No. | 
Sines nN Sect ei ce eas ee Tak 2: The Staff of Dreams "THQ Fall No 
Godzilla: Save theEarth Atari Fall No. Teenage Mutant Ninja Turtles 2 Konami eS eee ee 
GoldenEye: Rogue Agent —=——=——Electronic Arts. Winter —__Y es: Test Drive: Eve of Destruction Atari. use fat _ = 
Seer? Beet Ka epnhontt Joel 220i Majesco 2022s :Fall: Yes: ‘The Fast and theFurious Vivendi Winter_No. 
Halfiife 2:0 ee Vivendi S200 CTBAL. - TBA. The incredibles: © =: << <2 020500) THQ. esses Rab NOe se: 
Halo 2 || Microsoft ~" "November Yes — The Lord of the the Rings: Electronic Arts" “Winter No = 
Headhunter: R Redemption en eee RS Linti.nt. Seseethsnnsechcetociesantbesseeers si05) ee 
Heroes of the Pacific. Enc - Encore -s- > Winter: - Yes -: The Movies Seeereesere ree ‘Activision ewe “Winter = No. 
IronPhoenix. Sammy Fall: Yes The Punisher! 20000 PAQs score Fall oo ra _ 
JadeEmpire SS _. Microsoft: "Winter No. Yue Reel Star sori l tit t32 2: Acclaim: :: October: No 
Joint Operations a ii Novalogic’ °°". TBA. Yes” The Shield Petes tees ss RM <5 4s = “Winter "No. ag 
duleed. o.oo Tress ss sAcelaim es ee The Sims 2004 ______Electronic Arts" Fall“ " "No. 
Kameo: meo: Elements of Power Mic Microsoft November No. The Urbz: Sims in the City Electronic Arts___‘Fall__No. <4 
Kingdoms Under Fire: Fire: “Microsoft. ~—~—~=S*«ctober Yes. TimeSplitters: Future Perfect Electronic Arts _ Spring 2005" Yes 
The Crusaders _ | Phe Gs Wap vend oss Cee es cae Tony Hawk’s Underground 2 _Activision ee ee 
Knights of the Old Republic 2 aaa ~hucasArts. Spring 2005 Yes Tron 2.0:KillerApp ===. -Buena Vista Games _ Fall --- “Yes - | 
Leisure SuitLarry: === =————SSS«Viivendi October No UltraBust-a-Move Majesco. H Pee! 
Magna Cum eo UnrealChampionship2. = + -Microsoft «.: >>... Ralb 27 oo SWes: (2: 
Marvelvs.EA _____Electronic'Arts Winter 2005 TBA — X-MenLegends _ Et. _. Activision a* sce ‘September. ‘No. 
MechAssault 2:Lone Wolf ___._ Microsoft Winter “Yes. Xyanide fuevoneerse coerce es “ PlayLogic SIG ASE i ere Yes. ae 
Men of Valor: cWeebaee cos: Vivendi: > 222572: : Rall: Yes - Yager Se Kemco - : portrrr ses + sf@lt= =<: -No: “4 


Mercenaries _ weeeensccess +s LUCASAFS: - Winter No 
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STILL PLAYING WITH YOURSELF? 


LEARN TO PURY WITH OTHERS AT 
NWS FIRST EVER VIDEO GAME EXPO & TOURNAMENT 
OPEN TO THE PUBLIC 
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In contrast with its shadowy 
shenanigans are Bungie’s nondescript 
offices. Located in a forgettable 
upstairs Corner of Microsoft’s 
Millennium Campus in Redmond, WA, 
the low-walled, open-cube environ- 
ment bears none of the virtues of the 
company’s secretive, anonymous, 
media-shy collectivism. In a massive 
show of good faith toward a gaming 
press that’s chomping at the bit to run 
four-page features on Halo 2 every 
month, Microsoft recently cracked 

open the doors to 

Bungie's hallowed 
halls for not just a peek 

at “where the magic hap- 
pens,” but a free-for-all 
event that let journal- 

ists—from the U.S. and 
abroad—frag the smug 
look-at-me-I'm-playing- 

Halo 2 grins off one 
another's faces. 

It was as much a chance 
to get hands-on with the 
biggest game of 2004 as it was 
an unmasking of the Xbox’s last 
hurrah this gaming generation. 
For a group of journalists hail- 
ing from Japan, Europe, and 
the 


United States, the car- 
nage began groggily at 
11 a.m., with the last 
head shots fired 
some six hours 
later. When all was 
said and slain, cul- 
tural barriers were 
shattered, eyes 
were rubbed, two 
dozen catered sandwiches 
were ravaged, and a good chunk 
of the gaming press acquired 
very sore thumbs. 
Besides just a chance to 
satiate some inner-dork 
craving to sit in a room 
and play Halo 2 all day 
long, Bungie's online invitational 


gave the world a behind-the-scenes 
look at what's arguably the only shoot- 
er that matters in 2004. 


House of solitude 

As a developer with roots in the 
American heartland (Chicago, to be 
exact), Bungie reflects the unpreten- 
tious work ethic of the Midwest. 
Although the studio tour took place on 
a sunny day of rest and leisure, the 
office had a subtle buzz of activity: 
Testers, programmers, and artists alike 
sat hunched over keyboards and Xbox 
controllers, their minds engaged in an 
online skirmish light-years away. With 
ess than two months of development 
time left, Bungie's core 60-plus-person 
team Is working, quite literally, around 
the clock to finish and, more impor- 
tant, polish the game. 

“My schedule is as horrible as you 
can imagine,” Marty O'Donnell says, 
sound engineer and audio lead on Halo 
2. “| think it's because that with every 
new thing you do, especially when 
you're trying to do stuff that’s never 
been done before, it’s just really hard 
to anticipate [new problems]. So you 
just have all these guys who are basi- 
Cally living here 24/7.” Bungie person- 
nel aren't the only resources in 
total overdrive. Behind 
an unmarked 


door Is a quiet, air-conditioned room 
housing rows of Xboxes running Halo 2 
stress tests to find crash bugs. Seeing 
those monolithic Xboxes stacked on 
top of one another inspires almost 
Zen-like awe. 

But the real challenge for Bungie 
this time around is online. Bringing Halo 
2 on to Xbox Live creates new testing 
and balancing challenges. To ensure a 
smooth launch on and off Xbox Live, 
Bungie has solicited the manpower of 
Microsoft worldwide. From now until 
“Halo Zuesday,’ Microsoft employees 
are encouraged to do what the ads 
suggest—1.e., play together. With new 
builds of the Halo 2 multiplayer beta 
distributed to lucky Microsoft employ- 
ees after every development mile- 


stone, Bungie has literally transformed 
its corporate, PC-minded powerhouse 
from the inside out. 


Messing with 
perfection 

To nobody's surprise, the gameplay in 
the Halo 2 multiplayer beta feels like a 
Joyous homecoming. After all, how 
does one fix something that was 
nearly perfect to begin with? All the 
elements that give Halo its signature 
feel—be it the relatively sluggish 
speed of your character, the tactile 
thunder of the game’s many firearms, 
or the fantastic (but always believ- 
able) physics system underpinning 
every aspect of the action—have 
returned for round two. 

Despite the déja vu, however, a 
slew of new gameplay features dras- 
tically changes the dynamic of war- 
fare. Most significant among the new 
additions is the ability to now dual- 
wield and fire two weapons inde- 
pendently via the left and right 
snoulder triggers. This lets players 
pack some serious firepower (twin 
submachineguns fired on full-auto at 
point-blank range will tear down 
shields in no time flat); plus, dual- 
wielding introduces the possibility of 
creative weapon combinations. 

“Taking down shields with a 


[charged-up] plasma pistol, and then 
delivering the coup de grace with the 
SMG," Brian Jarrard, community man- 
ager at Bungie, says, “is almost a new 
weapon in and of itself—if you learn to 
use it right.” With the addition of new 
guns—such as the Covenant carbine, a a 
rapid-fire equivalent of the Spartan’s 
versatile battle rifle, and the brute 
shot, a powerful Covenant grenade 
launcher offering new worlds of indi- 
rect-fire potential—the trick for Bungie 
now is to make sure gameplay is 
impeccably balanced, especially when 
it comes to wielding the new Covenant 
sword, a melee weapon with the 
potential to deliver one-hit kills. 

“AS far as weapon balance, the 
needler was way too weak,” Pete 
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GHOST RECON 2 DEBUTS THE U.S. 
ARMY'S NEXT WEAPON OF CHOICE: 
THE XM8 ASSAULT RIFLE 


WORDS: THIERRY NGUYEN // PHOTOGRAPHY: MICHAEL SEXTON 


It’s not every day that a world 
& leader from the so-called axis of 

evil publicly decries your game. 
But one morning, that’s exactly what 
happened to Christian Allen, lead 
designer of Ubisoft’s latest military 
excursion, Ghost Recon 2. 

“Shit, North Korea,” Allen winces when 
telling his tale. “The complaint was 
actually in one of [Kim Jong-Il’s] 
propaganda papers. [U.S. military journal] 
Stars and Stripes called me up to ask me 
about it, and | told them, ‘You’re not 
fighting the North Korean government? 
Somehow, | was quoted as being 
‘undeterred’ by what the North Koreans 
thought, and | didn’t actually say that.” 

But with Recon 2’s Tom Clancy-branded 
story line set in a near-future North Korea 
on the verge of a meltdown, it isn’t exactly 
surprising that Kim’s all up in arms. “As an 
economic crisis and famine ravage the 
country, a renegade general seizes power 
and threatens to destabilize the region. 
The Ghosts are sent in to keep everything 
from going to hell,” Allen says. 

So Kim Jong-ll isn’t actually in the 
game? “We don’t mention that. We stay 
away from real engagements. We want a 
believable conflict, but we don’t want to 
model something that may happen 
tomorrow.” 
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Team America 

With cooperation from government 
agencies and contractors for the 
Department of Defense, developer Red 
Storm is imbuing Ghost Recon 2 with 
shades of realism you won't likely see on 
the battlefield for another 10 years. 

“We've got a lot of experience on the 
team,” Allen says, himself a former 
Marine. “We've got people who've been in 
a few different services. We spent a lot of 
time with the Special Forces soldiers out 
of Fort Bragg. They’re the guys who did all 
our motion capture and a lot of advising 
on enemy tactics.” 

Through months of research, the Recon 
team has accurately assembled a 
probable model of America’s future 
warrior. Every conceivable item in Recon 2, 
from helmets and fatigues to the latest in 
infantry weaponry, is featured or 
portrayed visually in the game. 

In fact, the XMB8, a prototype assault 
rifle developed by German arms 
manufacturer Heckler & Koch currently in 
the running to replace the Army’s trusty 
family of M-16-derived weapons, makes 
its mainstream debut in Recon 2. 

“Right now, it’s the XM8 assault rifle, in 
our game, it’ll be the M8—they drop the 
’ when they add guns to service,” Allen 
says. While the XM8 will likely see 


standard Army issue sometime next year, 
Recon 2 will also feature experimental 
weapons that clearly walk the line 
between fact and fiction. “The XM29 is 
the next generation of the OICW 
[Objective Individual Combat Weapon]. 
This time, you'll have dial-in range, air- 
burst grenades; you can use the gun 
camera, it’s really cool.” 


An army of four 

Recon 2 centers on your playable 
protagonist, Captain Scott Mitchell, the 
leader of a four-man fire team composed 
of a rifleman, a grenadier, a SAW gunner or 
automatic rifleman, and a sniper. 

“We actually modeled this off of the 
Objective Force Stryker Brigade, a little bit 
different from the Special Forces. You 
don’t go out with eight guys walking in a 
gaggle, you break it up,” Allen explains. 
And like the previous Ghost games, Recon 
2 emphasizes squad tactics. Like in any 
Clancy game, stray bullets can be deadly, 
but now, biting the bullet doesn’t 
necessarily mean it’s game over. Both you 
and your teammates can take nonlethal 
wounds (“Medic! Medic!”). It’s a good idea 
to administer aid to fallen comrades if you 
want to keep them around. 

“Team members aren't going to just sit 
there and let each other bleed out,” Allen >> 
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>> elaborates. Even if you lose 


someone in combat, most times, 
they'll merely become incapacitated 
and be taken out of the mission pool 
until they've recovered enough to be 
placed back in rotation. 

With such a heavy emphasis on 
teamwork, Recon 2 has a slick and 
easy way to manage your squad. 
Simply point your context-sensitive 
reticule anywhere on the screen, 
and with the touch of a button 
your guys are off doing their thing. 
For example, click on the ground 
and your men will go to that 
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location, mindful to always take 
cover once they arrive. Likewise, if 
you point your reticule on a gun 
emplacement, they'll use it to lay 
down covering fire; put it on an 
enemy vehicle and they’ll pull out 
the antitank weapons. 

Additionally, you can also call up 
a radial menu, a la Rainbow Six 3, for 
more detailed options like suppress, 
flank (from two different directions), 
and hold position. With this system, 
even a complex tactical maneuver, 
such as having two guys hold their 
fire, flank the enemy, and then 


engage in suppressive fire, is 
manageable in the heat of combat. 

Then again, you could just run 
through the game and not worry 
about any of that. Recon 2’s team 
A.l. looks to be bright enough for 
soldiers to take care of themselves. 
“You can play a whole mission—if 
you're good enough—without ever 
pulling the trigger. Or you can play a 
whole mission without ever having 
to give an order,” Allen adds. 

The missions themselves include 
securing key locations and rescuing 
downed helicopter pilots, assisting 
friendly forces locked in a skirmish, 
and, ultimately, going for the big 
kahuna himself in the heart of a very 
fictional North Korea. 


The future of warfare 
If the normal campaign is indicative 
of infantry combat in the near 
future, then Recon 2's new “lone 
wolf” mode is a model for how the 
Army ideally wants combat to play 


out in the far future. Instead of a fire 
team, you control a single soldier 
based on the Objective Force Warrior 
and Future Force Warrior specs that 
are scheduled to go live in 2010.” 

“Future Warrior is supposed to 
happen in 30 years, so we didn’t go 
that far. We went with the 
integrated systems, the full 
computerized helmet, as well as 
combined arms support so you can 
call in air strikes,” Allen says. 

The gear you use in lone wolf 
mode is suitably exotic. Your weapon 
is the aforementioned (X)M29 
assault system, a 5.56mm carbine 
slung under an automatic 20mm 
grenade launcher with a gun 
camera. The range finder on the 
grenade launcher lets you lock and 
prime the range of detonation, 
allowing for useful midair explosions 
to flush out enemies under cover. 
The gun camera also allows you to 
shoot around corners. As you find a 
covered position, mount the gun 


camera around your cover—and 
voila—you can now aim and fire 
without the risk of losing your head. 

According to Allen, the focus of 
lone wolf mode is “more about using 
and integrating all these different 
high-tech devices—almost science- 
fiction-level stuff—that are actually 
going to become real in the near 
future.” You can’t play the entire 
campaign as a lone operator, but you 
can play select missions, as well as 
unlock additional lone wolf sorties. 
Allen adds: “It’s almost like two 
different game styles—one where 
you order your team and one where 
you've got the most firepower that 
any man could realistically carry.” 

It’s this blend of reality and 
science-fiction that makes the game 
so unique. Bleeding-edge technology 
and covert, low-casualty, “army of 
one” combat tactics combine to help 
Recon 2 capture, in 2004, the 
essence of how the Army would like 
to fight its battles in 2030. // 
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A squad of well-armed Ghosts move in on Jong-Il Kim’s precious weed farm. 
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'S EX UNIVERSE, DEVELOPER 
CRYSTAL DYNAMICS IS PUTTING ACTION 

AT THE FOREFRONT WITH SNOWBLIND, ITS 
UPCOMING SCI-FI FIRST-PERSON SHOOTE 
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“Showblind's simple : 
premise of “more is more” 
also readily appliesitselfto =—s_—s 
_ the game’s muttiplayer action, 
an area the team has clearly ss 
put a great deal of effort into / co 
_ making as robust as possible. 
_ Supporting upto16 players = 
online simultaneously, the. 
_ game will include everything 
_ fromclassicdeathmatchto  —t 
tactical assault, in which each ee 
team starts by controllinga sy 
_ Series of generator nodes. The 
_ goal is to take over the other: 
team’s nodes; once a team © 
_ controls all of its ‘opponent's : 
nodes, the goal is to destroy 
the main generator, which is 
now exposed. Also included © 
will be vehicle support, 
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Crys 

based studios, one is 
challenged to avoid 
relentless consumption 
of food and drink. Large 
bowls of M&Ms and 
peanuts greet visitors at 
the front door. 
Refrigerators are fully 
stocked with a 
confounding assortment 
of beverages (including, 
bizarrely, cans labeled 

“orange juice” and yet 
accompanied by pictures 
of apples). A hearty lunch 
is provided free for all 
Crystal employees, daily. 

On this particular Thursday, 

notorious poWtry purveyor Boston 
Market providesthe complimentary 
meal. During a surraptitious 
“journalistic examinathan” of the 
afternoon’s leftovers, an 
unexpected encounter takes place 
with none other than Toby Gard 
who famously conceived the 
original Tomb Raider in 1996 and 
has since watched the series’ 
gradual demise from a distance at 
Confounding Factor, the company 
he formed after leaving Lara Croft 
behind. Gard appears equally 
surprised by the unanticipated 
encounter with the press, perhaps 
because while it is now fairly 
common knowledge that Crystal 
Dynamics will be developing Lara’s 
next digital adventure, there has 
been no mention of the esteemed 
designer’s involvement with it. Not 
that Xbox Nation would jump to 
such rash conclusions, of course... 


Blinded by science 

But no bother. The goal today is not 
to interrogate celebrity game 
designers as they brew their coffee, 
nor is it to consume as much food as 
humanly possible before being 
kicked off the premises; rather, it is 


went by the code name Deus Ex: 
Clan Wars, an unobscured reference 
to the dystopian world inhabited by 
JC Denton in lon Storm’s seminal 
series of the same name. Snowblind 
was to be an extension of the Deus 
Ex universe, a multiplayer romp set 
in a world already richly imbued with 
life and character. After Deus Ex: 
Invisible War’s lukewarm retail 
performance last winter, however, all 
ties between Snowblind and the 
Deus Ex universe were cut; a 
fortunate turn of events for Crystal 
Dynamics, as it now finds itself with 
a rare opportunity to create its own 
original franchise from scratch. 
When E3 rolled around last May and 
the time came for Crystal to debut 
its work, Snowblind emerged as one 
of the more promising surprises of 
the gaming industry’s annual dog 
and pony show. 

Given the lingering similarities in 
general tone and aesthetics 
between the two games, listening to 
producer John Chowanec and design 
manager Morgan Gray discuss 
Snowblind is remarkably unlike 
listening to lon Storm’s Warren 
apector speak about his Deus Ex 
games. The two make constant 
reference to such instinctual notions 
as “feel,\\targeting,” and “gameplay 
prototyping it’s clear that from the 
very start, thee pieces were 
deemed the mosfcrucial parts of 
the Snowblind puzzl& And so it 
follows that now, only eight months 
into full production, the game 
displays more polished run-antigun 
mechanics than Deus Ex did evetnas 
a finished product after three-plus 
years of development. 

Of course, unlike lon Storm’s 
story-driven, interactive narrative, 
Snowblind is, by all definitions, a 
genre title. It’s a first-person shooter 


that unabashedly sets its laser- 


scope on balls-to-the-wall action, 
strapping players into the suit of a 
bio-enhanced special operative. 


between the People’s Liberation 
Army and the Chinese Republic, 
but the story ultimately feels like 
more of an excuse to give the 
player access to dynamic 
weaponry and situational thrills 
than an attempt to write the Great 
American Videogame. 

“We [think of it as] a Medal of 
Honor or a Call of Duty set in the 
future, by which the action and the 
adrenaline are what is effectively 
paramount, as opposed to trying to 
make the perfect stealth model or 
anything of that nature,” Chowanec 
says. “We're not trying to perfect a 
stealth model or make a Splinter 
Cell. We're trying to create a really 
solid FPS that we can then go and 
continue to leverage.” 

Consequently, the single-player 
Campaign includes a variety of 
action-focused missions, ranging 
from “total war” scenarios, in which 
the player must fight alongside 
squads of allied A.I. soldiers, to solo 
missions that require covert tactics 
for infiltration of enemy compounds. 
Players are given access to an 
impressive assortment of weapons 
(see right sidebar), not to mention 
vehicles, gadgets, and remarkably 
interactive (read: highly destructible) 
environments. 


Blade gunner 

“We’re pretty cognizant of the fact 
that we haven’t made an FPS as a 
studio before,” Chowanec says, “so 
we spent a great deal of time 
making sure the fundamentals were 
sound, hiring the right people, 
making sure our targeting system 
works—stuff like that—before going 
INto production.” And this emphasis 
on fundamentals seems to have paid 
off, at teast at this early stage. 

More than anything, it’s the 
game’s neo-nair ambiance tha 
immediately taRes center stage, 
suggesting such enduring edesign 
influences as Blade RD Akira, 
and that seemingly ancié at trend of 


including small cars, =; walkers, 


The Chinese connection 
: “ tanks. 


The game is set against the 
backdrop of a Chinese civil war 


to explore Snowblind, Crystal 
Dynamics’ most exciting internal 
project yet. For months, Snowblind 


the early ’90s labeled “cybehgunk.” 
It’s an aesthetic that, astonishik oly, 
hasn’t truly been done justice by the 
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ARMED AND 
DANGEROUS ~ 


One of Snowblind’s most 

/ significant features is its — 
assortment of 24 weapons, 
each of which has its own 
alternate fire. Most impressive 
in our demonstration were the 
flechette, which lets fly a 
swarm of metallic insects (think 


the Sentinel from The Matrh) 7/7 
that attack and pursue nearby Y 


enemies, and a weapon that - 
generates an electrical force- 
shield, which can be used for 

cover against enemies. 


ee 


mpressive blur 


current generation of consoles, and dreamlike feel to the proceedings. 


one that effectively galvanizes It’s this sort of ambiance that 
Snowblind’s action. beckons gamers to spend time with 
lf videogames are about creating the final product. 
compelling worlds, then Snowblind Originally slated for a winter 
has already succeeded: The neon- 2004 release, Eidos has smartly 
soaked metropolis is an ideal chosen to delay Snowblind’s debut 
playground for the title’s chaotic until January of next year. Because ass r? : ‘ bea me 
gameplay, the action junkie’s of the game’s similarities to Hoping to be touched by God, Phil the Bad Guy was instead sprayed with bullets. 
equivalent of a candy store with Bungie’s long-awaited sequel 
broken security cameras. Players are (read: heavy emphasis on 
presented with a wealth of gritty multiplayer), avoiding the Halo 2 
alleyways, futuristic skyscrapers, juggernaut is key for the product. 
and dank, underground tunnels to if the talented team at Crystal 
explore while happily ventillating Dynamics can use the next five 
Crystal Dynamics has also as efficiently as it did the first 
developed an impressive blur effect eight, Snowblind may, in fact, be 
that helps soften the city’s hard the game that finally gets you to 
lines, giving a distinctive, almost hit that Eject button... // 
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Say, 


_ These are strange days 
indeed. This month, Xbox 
Nation finds itself in the 

unique position of issuing one game 

a perfect score of 10 while 

simultaneously doling out a zero to 

another title. As to which Xbox 
offering received which grade, well, 
the answer lies within. 

Peter Molyneux’s Fable finally 
has its day under the microscope 
with an extended six-page critique. 
The game allows a player to create 
a hero, take him out into a world 


OCTOBER XRATED AWARDS 


# Burnout 3: Takedown 
Electronic Arts 


Fable — 
Microsoft 


It’s good to crash cars together 
online, especially in this, the finest 
arcade racer ever made. Addictive 
and challenging, Burnout 3: 
Takedown wins hearts and minds. 


For being an RPG and also for being 
the greatest RPG reviewed this 
issue, Xbox Nation proudly awards 
Fable the coveted Greatest RPG This 
Issue award. Congratulations! 
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And the ignominy of the 
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destiny by forcing him to make | 


moral choices. Everything a hero- = 


does in this game world affects 
who he is and how he’s perceive 
by others. Become a great h 
the masses will cheer; do. 
tremendous evil and peop 
flee in terror. It’s somet 
videogames have ever é 
stabbed at, yet alone b 
to life. 


ShellShock: Nam ’67 
Eidos Interactive 


Hey, Joe! Want some long-time 
boom-boom? Mama-san say 
ShellShock: Nam ’67 manage to 
both sucky-sucky and blowy-blowy 
at same time. 


“gruesome crashes and also on 
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— The Guy Game 
Gathering 


Could there be anything less erotic 
than female college students 
competing in topless potato-sack 
races? Yes, but only if the college 
students in question were males. 
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an excellent adventure indeed. But worst nightmares. It’s one long, factored in to achieve a 25 
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The Legend of You... 


_ Once upon a time, there 
© was a hero. All good stories 
should start this way, 
especially ones where the world is 
saved, great deeds done, and 
everyone goes home humming a 
merry tune. 

Once upon a time, there was a 
villain. All good stories should have 
one of those, too. He should be 
mean enough to grow horns and 
have a swarm of flies as perpetual 
accompaniment. And when he wins 
after many skull crushings and 
jackboot tramplings, there should be 


the feeling that no one lived happily 
ever after. Because, after all, no one 
ever could after all that. 

The action-RPG Fable lets players 
become either hero or villain, and 
herein lies its grand charm. Although 
its story has both a beginning and 
ending, its tale is largely told not by 
a series of preordained 
circumstances—although there 
certainly are those, and a decent 
amount of them—but rather by how 
a person tackles Fable’s challenges. 
Superheroic brute? Vile assassin? 
Roguish thief? Benevolent magic 


user? Saintly jack-of-all-trades as 
adept at swordsmanship as he is at 
archery and spellcasting? The sum 
of the hero’s deeds and choices 
makes all this possible. 

Divorce Fable from its hype. At one 
time, the game was very much 
Project Ego, the pure expression of 
one man’s hubris. Now, after many 
years and much work by many 
individuals, it’s emerged as a fairy 
tale equal parts brilliant, broken, and 
boring. And the flaws both add to, 
and simultaneously detract from, 
the experience; in a story about 
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humans interacting with other 
humans, even pretend ones ina 
virtual world, this seems remarkably 
fitting. Fable may not be the 
greatest RPG ever created, but it 
never had to. | 
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AMARL, TAK LANL 
The world of Albion awaits would-be 
saviors or conquerors. Fish wait in its 
pools, some wondrous enough to 
turn day into night. Treasure chests 
firmly root the story in some 
fantastical never-never land; no one 
seems to notice them and the 
delightful goodies they hold save for 
the main character. Wandering 
traders hawk nostrums for what ails 
the sick or weary. Huge 
monuments—carved stone and 
shattered brick—stand as 
testament to the power of both man 


is 


who made them and time and nature 
that destroyed them. Cruel bandits 
lurk in Albion’s forests, wasps haunt 
its picnic grounds, werewolflike 
balverines prowl its dark places. 
Everywhere, everywhere there are 
trees and flowers with butterflies 
and choking vines and demon doors 
that stand their ground, refusing to 
budge before their challenges are 
met. The world sprawls, teems, is lit 
by the sun, darkened by night. 

In the cities, children go to school 
and run out in the yard, giggling. 
Haircuts and tattoos can be bought 
and the resultant damage either 


ee eee 


— | 


eRe BH RR 


RR RRS HK Kw wt 


exacerbated or undone. A sweeping 
handlebar mustache might mark a 
player as a shrewd trader, but 
people will be correct in laughing at 
the visual. Titles can be purchased 
too, to further the spread of a hero’s 
reputation. “I can see Piemaster’s 
been eatin’ all the pies,” women will 
note in their thick accents. There are 
rings where fist-fighting 
tournaments can be won or lost, 
houses that can be looted or 
purchased outright and decorated 
with trophies such as bloody heads 
and decomposing hands. Stores can 
similarly be pilfered by nimble- 


fingered thieves or bought. In all 
things pastoral and urban, Fable 
seems real. No fake world would be 
imbued with such detail or concern 
itself that much with the minutiae. A 
hero can live in this world. And he 
could, conceivably, be bored to tears 
here. 


THE FABLI 

With the stage properly set, the 
story follows a small boy destined 
for greatness. His parents attacked 


and his village set aflame, he is 
rescued, taken in by the local 
Heroes’ Guild, and trained in three 
separate skill sets: strength, stealth, 
and will. When he emerges as an 
adolescent, he sets out on a grand 
quest to find his assailants and, as 
well, to discover himself. 

Quests can be undertaken 
throughout, either chosen at the 
Guild or discovered during the 
course of the hero’s wanderings. 
Some are as simple as escorting 


traders from here to there, while 
others are more intricate and require 
multiple steps. As rewards, the 
game offers gold and fame, both 
tangible in terms of the immediate 
feedback a character gets and the 
stuff he can buy. 

The best of these quests force 
the player to question, and 
ultimately decide, what kind of hero 
he wants to be. At one point, a 
lucrative marriage to a wealthy 
woman becomes possible, but she 
seems to be, to put it delicately, of 
character unpure. With no overt way 
to bring the woman to justice, a 
player’s dilemma is multifaceted: 
Marry, take the money, and run? 
Don’t marry and lose out on gold 
aplenty? Bring the woman to justice 
by killing her? Even the simple 
quests shape a character and force 
players to think about things such 
as risk, reward, and consequences. 
Once a trader has been escorted 
from place to place and has paid the 


hero as promised, should he then be » 
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@ Nothing says “hunk” like red eyes, 
tattoos, and goat horns. Oh, and he’s 
coming by to pick up your daughter 
at 8:00! 


XBOX NATION OCTOBER 2004 


FREEDOM TO | 


091 


XRATED 


FABLE 


_ World Map 


Heroes’ Guild 


_ The renowned Guild of Heroes, in which’ Quests are 2 

_ distributed, Heroes i improve their abilities, and se) ae 

_ Apprentices are trained. a ee 
‘Total fine: 0 gold: be : Bey. 
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@ The Heroes’ Guild is but a stone’s throw from Oakvale, the hero’s hometown. It’s 
where players first learn to use a sword, the bow, and magic spells. 


» killed and the corpse looted? 
Players are given power here and 
the freedom to use it either wisely 
or not well—Fable invariably makes 
sure every action has its reaction. 
Townsfolk cower in fear from evil 
heroes. They'll cheer when they're 
bought beer. And they'll flock to a 
hero should he prove worthy of their 
attention. Want to know a hero’s 
story? Look into his eyes, stare at 
his body. The saintly shine and walk 
with halos above their heads. The 
malevolent ones sprout horns. 
Players are not given the option to 
escape their character’s true self: 
it’s malleable, certainly, and there’s 
room for both redemption or a fall, 
but everything about a hero, from 
his appearance to his reception by 
others, loudly proclaims what he has 
made himself into. , 
Bolstered by a strong experience 
system, Fable lets its players mold 
their champions any way they see fit 
in terms of their combat prowess. 
Experience points are put into four 
categories: general, strength, skill, 
and will. Players gain general 
experience points for doing any sort 
of challenging task. The specific 
experience points come from using 
the skills in question. Toss a lot of 
lightning, and a hero will be gifted 
with many will points that can only 
be applied toward the arcane arts. 
Use the sword and it’s destination: 
Muscle City. In this way, heroes grow 
strong in the skills they use most 
while still being able to augment the 
lesser-used abilities with general 
experience points. Again, the 
freedom here serves the game 
extremely well and adds 
considerable replay value. 
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In combat, players are 
consistently challenged. Each 
successful hit on an enemy fuels a 
combination meter. The higher the 
meter when an enemy is eliminated, 
the more experience a hero collects. 
Combat becomes its own minigame, 
with the goal not solely to beat a 
foe, but to beat it with skill and get 
the most from every fight. Slaughter 
becomes irrelevant, and the fights 
never become tedious. 


HEROIC EFFORT 


Fable succeeds in many of its 
efforts, and it does so convincingly. 
It fails in the same way. Its control 
scheme makes considerable effort 
to map a lot of actions—an 
excessive number, to be precise—to 
the Xbox controller. This means, 


sadly, heroes can only sneak after 
the left analog stick is pressed (and 
held) down, which is unwieldy at 
best. Pressing the right analog stick 
down calls up a map, meaning that 
during hectic fights—especially boss 
battles, which require a lot of 
camera readjustment—the action 
will be obscured needlessly. 

Boss battles, of which there are 
sufficient number to shake a fist, 
prove pattern based to a fault. The 
major enemies aren’t more clever in 
their tactics, they’re simply imbued 
with weak spots and enough 
stamina to endure punishments in 
excess of any reasonable 
expectation. When players have to 
fight a war of attrition with a pair of 
trolls in an enclosed arena, forced to 
time their attacks in accordance 


with two separate patterns of rock 
tosses, Fable simply sinks. 

In a game so dead set on 
emphasizing freedom of movement 
and expression, it’s curious to note 
the major enemies can be defeated 
in rote fashion. The ultimate foe may 
be dispatched without much effort 
after a very unsatisfying game of 
Lawyerball: Shoot fire, dodge quickly, 
readjust camera, repeat 20-plus 
times, then use lightning until the 
credits roll. 

Sometimes, the game simply runs 
out of steam and offers nothing but 
weak puzzles. A demon door bars 
entrance to skinny heroes? Well, it’s 
time to buy a lot of beer and pie and 
suck it down until the door opens. 
Another demon door wants to be 
loved? Try a cheap red rose. A prison 
sentence can be beaten, but only by 
choosing one of three books at 
random, and the wrong guess 
ensures a replay of two silly 
minigames that weren't particularly 
fun or challenging in the first place. 
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Sunny Oakvale gets destroyed and then rebuilt in Fable. 


me 


Die-hard players and those 
determined to unearth every tiny 
piece of the puzzle will no doubt 
stretch out the proceedings. But 
caveat emptor: The game can be 
beaten in less than 16 hours of play. 
To its credit, Fable allows players to 
continue onward once its plot has 
been resolved, but no new 
challenges present themselves, and 
the game essentially becomes a 
giant sandbox. With little incentive 
to continue, save for perhaps the 
thrill of adding an extra spell, or 
getting a new haircut, it remains 
debatable how much fun players will 
extract from the free play. 


In the end, as frail and human as 
the men and women who made it, 
Fable both soars and sinks. It’s 
wondrous and wearisome, a great 
step forward in the development of 
heroes in RPGs and a tremendous 
stumble over its own two feet. And 
in the rising and falling, it finds itself. 

It’s Project: Egotistical. 

Bravissimo. // 

Greg Orlando 
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» a» , ESPN NHL 2KSis like a great extras. The completely 
a x | supermodel who's missing revamped franchise mode includes a 
45 a leg—beautiful, but not cool new emphasis on hiring good 
entirely functional on the catwalk. assistant coaches, as well as a 
Damn near everything about NHL number of new scouting options, 
2K5 is top caliber, with the such as putting individual players 
exception of one tiny detail: the through actual on-ice tests before 
skating physics. Unfortunately, signing them to your team. Party 
skating is a rather significant part of | mode is the game’s best new 
the ice hockey equation. Compared feature. Now, up to four casual “ Ss 
with its top competition on the gamers can play a dumbed-down, | 5 IN Byil AV, ON! 
market, Electronic Arts’ NHL 2005, arcade-style version of 2K5, as well ETE : 
NHL 2K5 isn’t even in the same as dozens of minigames. L _», Visual Concepts was 
arena when it comes to capturing Employing the same marketing ! nart to make ESPN 
the realistic looping and angular strategy as its football counterpart, NHL ase s party mode _ 
movements of the sport’s athletes. ESPN NFL 2K5, NHL 2K5 will also sell ee! Lele with Xbox Live. 
The players often take wide turns for a ridiculously low $19.99, and you Here, it's possible to tak 
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Doom with a view 
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(DEVELOPER: Konami» :// : PLAYERS: 1 RB: M- 


Someone turned the lights 
on with Silent Hill 4: The 
Room. This time, for the 
first time, it’s possible to see 
exactly how twisted and creepy 
things are in the haunted town of 
Silent Hill and its outlying suburb of 
South Ashfield. The contrast of the 
light as it plays against the blood 
and rust and its subsequent 
illumination of the hideous 
monsters within serves to do 
something the previous games’ 
choking fog and impenetrable 
shadows couldn't: It makes Silent 
Hill seem real. This is Henry 
Townshend's personal hell. But it 
sure as hell could be anyone else’s, 
too. Like, say, yours. 

Townshend's room is both heaven 
and hell. He’s locked in but is safe 
from harm in its confines. Inside, 
Townshend is god, and the first- 
person perspective reflects this. Out 
in the world, a mystery awaits, one 
complete with a creepy cult, a serial 
killer, bloodstained clues slipped 
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under the door, and some 
definitively horrific moments. 

Room, although it certainly does 
tip its hat to its predecessors, 
seems to relish its role as the odd 
man in the Silent Hill series. Beyond 
the first-person view and 
predominance of lighting, the game 
also relies heavily on immortal 
creatures, in this case specters that 
can only be immobilized with the aid 
of special swords. Obtuse puzzles, a 
hallmark of the series, are 
minimized, although Room would be 
drummed out of the union if its 
protagonist didn’t spend inordinate 
amounts of time turning cranks to 
align a series of prison floors just so. 
An Ico-esque escort system plays 
out throughout the game’s last half, 
with Townshend forced to shepherd 
an injured woman to safety. 

Here, the game’s flaws shine 
through, as novelty for novelty’s 
sake adds little. The first-person 
view allows only for awkward 
movement and exploration, with 


Townshend forced to turn to alter 
his view. Invincible ghosts prove to 
be perpetually frustrating, especially 
in tight spots; knock them down, 
and they'll pop up not two seconds 
later, and good luck trying to get the 
characters through this otherworldly 
blockade. And the addition of Eileen 
Galvin, equal parts anchor and 
albatross, pushes the tolerance 
meter into the red. Devoid of 
personality and somehow so 


_ Clueless as to attempt to navigate in 


high heels, Galvin single-handedly 
turns horror into horrible. Just wait 
until the fifth or so time it’s 
necessary to backtrack because she 
didn’t think to even shamble along 
when the monsters appeared—more 
than wanting her dead, you just 
might want to kill her yourself. // 
Greg Orlando 
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PUBLISHER: Gathering // DEVELOPER: 3D0 // PLAYERS: 1-4 


‘~ For much of Army Men: 
Sarge’s War, toy soldier 
Sarge runs willy-nilly 
through a variety of “big-world” 
items, spraying bullets at Tan 
soldiers suffering brief lives saddled 
with bad A.I. ensuring they’ll walk 
right out into gunfire. Fortunately, 
the story doesn’t matter, because 
th which are 
filled with annoying load points 
are always the same: run, shoot, 


e goals for each level 


destroy large object, struggle 
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against Sarge’s inherently jerky 
movements, yada, yada, yada. 

When all the bullets are spent 
and the smoke clears, you're left 
asking, “Sarge’s War, what is it good 
for?” The answer is, well, you already 
Know. // 


Daniel DiGiacomo 
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PUBLISHER: Eidos // DEVELOPER: Guerrilla // PLAYERS: 1 // LIVE: No // MSRP: $49.99 // ESRB: M 


>, Hellish in all the wrong 
‘ ways, ShellShock: Nam ’67 
is one war not worth 
fighting. Intended to be a harrowing 
re-creation of an unimaginably 
traumatic ordeal, it is, instead, 
simply uninspired—and repetitious 
to boot. From sound bites and 
character models to wholesale 
environments, so many elements 
are recycled so many times they 
make this stint unduly dreary and 
sufficiently bland. 

Success isn’t based on, say, 
finishing one’s tour of duty with 
limbs and sanity intact. Instead, it’s 
based on completing 11 missions 
that are essentially interchangeable. 
The real challenge to players comes 
in the form of nonlethal booby traps 
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and infuriating—yet seemingly 
ubiquitous—invisible walls, which 
their cunning foes can negotiate 
with seeming ease. But they won't 
go it alone: Anachronistic Halo-style 
rest-and-recover health bars ensure 
death comes mostly from 
impatience, while the Viet Cong 
suffer from a mild dementia, leading 
them to draw players an aural map 
with their incessant and repetitive 
taunting. 

On the technical end, all the 
things gun fetishists fawn over—rag- 
doll physics, deformable 
environments, realistic gunplay—are 
sorely absent here. Which leaves the 
sluggish controls, lackluster visuals, 
appalling dialogue, and a general 
feeling of deficiency to state ‘67's 
case. Any pretense at being some 
sort of testament to the times in 
which the game is set is laughable— 
this is Vietnam as fed through a 
summer-blockbuster-style 
filter...and a very poor one at that. // 


Past Char 
David Unen 
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NN “What’s the matter,” a 
woman asks ¢ luring The 
Guy Game, “don’t you 
want to see titties?” And the 
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‘hotties” of marginal heat and 
cranial capacity, the end result of 
which leaves you feeling as if 
you’re abusing retarded children. 

Poorly shot, poorly edited, and 
poorly commented on spring break 
footage makes up the grand 
splendor that is the ungame 
Game. There’s absolutely nothing 
appealing about any of it. Nor does 
the game possess any redeeming 
qualities, save for the fact it 
won't immediately afflict you 
with cancer. 

Never mind that the game is 
about as erotic as tea with 
grandma and you'll actually be 
putting clothes on as things 
proceed. Never mind that you'll 
have to pay $40 for something as 
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PLAYERS: 1-4 // LIVE: No // MSRP: $39.99 // ESRB: f 


embarrassing as the privilege of 
watching grown women bounce 
naked on Hippety Hops. Do mind 
that it’s damning when the best 
part of your game—one featuring 
naked boobies and the women 
who bare them repeatedly—is 
when you get to play video Skee 
Ball for three minutes. 

Game most definitely over. // 


Greg Orlando 
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PUBLISHER: Kemco // DEVELOPER: Yager // PLAYERS: 1 // LIVE:No // MSRP: $19.99 // ESRB:E 


_ The title Yager conjures 

thoughts of test pilot 

Chuck Yeager and the 
tasty alcoholic beverage 
Jagermeister. Interestingly, the 
game manages to successfully 
merge the experience of both into 
one compelling package. 

Slightly drunken controls aside, 
the flight combat game Yager has 
a lot going for it. The graphics are 
superb, with great spacecraft 
animations and stunning 
backgrounds, and the storyline, 
which revolves around space 
pirates, is enthralling enough to 
keep you glued to your Xbox. The 
missions evoke memories of the 


classic LucasArts X-Wing and TIE 
Fighter games, with a steady mix 
of dogfighting and assaults on 
larger battle cruisers. 

An eye-catching and compelling 
shoot-em-up with interesting 
characters and themes, Yager’s 
hard to pass up at $20. Hey, and at 
that price, you may even have 
some dough left over for the 
liquid enlightenment only Jager 
can provide. // 
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PUBLISHER: Electronic Arts // DEVELOPER: Criterion. //, PLAYERS: 1-6 .//. LIVE: Yes -// . MSRP: 946.58: //. ESRB: T- 


Better by far to Burnout... 


Here it is in a nutshell: 
Burnout 3: Takedown is, 
hands down, the best 
arcade racer ever made. Ever. If 
you’re OutRun 2, or anything other 
than a Need for Speed collect-a- 
thon, fear the name “Burnout,” 
because this is what the world’s 
been waiting for. Like the name of 
the game suggests, your aim is to 
total the competition on the way to 
the finish line. How you do it is 


: " _ entirely up to you, and Takedown 
-* encourages offensive 
“;“ experimentation by way of walls, 
“incoming trucks, and those pesky 
~ center dividers. 


But why ram when you can just 


“> outpace the pack? For the almighty 


burnout meter, of course, which— 
when filled—gives you an 
unbelievable explosion of speed 
through Takedown’s dense, lively, 
and diverse environments. With only 


An Hea thought: They’ \l be a- peeing a few Grivel sal concrete today 


a scant year and a half between 
Burnout sequels, the amount of 
content Criterion managed to 
squeeze into the game is amazing. 
Whereas previous efforts have come 
up short in terms of locales and 
unlockables, Takedown is 
masterfully paced, jetting you 
across three different continents to 
fulfill new objectives. 

Get medals in road rage, for 
example, by taking out a fleet of 
fellow racers, or earn cash in the 
newly integrated crash mode, which 
lets you apply slow-motion 
“aftertouch” to your vehicular 
pileups for maximum collateral 
damage. Like its predecessors, 
Takedown is tuned for a perfect 
balance between risk and reward, 
often goading you to stretch for just 
one more boost multiplier or wall 
takedown—at the peril of losing your 
hard-earned lead. Even the brutal, 


7S 


trauma-inducing fender benders are 
rewarding to watch. 

Those who venture on to Xbox 
Live with Takedown will discover the 
philosophy of the series goes hand 
in glove with online dashes. By 
playing on the fact that most 
multiplayer races devolve into 
running your opponents off the road, 
Takedown feels as gut-wrenchingly 
intense as it is a natural extension of 
your competitive instinct. Those who 
play the game for some time will 
find themselves faced with the 
inevitable question: Is there another 
racing game you'd rather be playing 
right now? To which the answer is a 
resounding no. // 

Che Chou 


Pers ok 


BURNOUT 3: TAKEDOWN 


SMASHING FUN 


Burnout 3: Takedown 

features a slew of 
splitscreen and online 
multiplayer options. Offline, 
much fun can be had in its 
co-op crash mode, in which 
two players race headlong 
into an intersection, causing 
as much damage as 
possible—together. The 
most compelling multiplayer 
game mode is road rage 
online, in which one team 
tries to cross the finish line 
while another team, armed 
with unlimited boosts, tries 
to take them down. 
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i: good, 

can: the 

eeeeaes bad, Ls There are 25 silver keys and 10 Guild Woods and use it at the spot where 
oak meno Silver-key chests scattered you stood to fire at the bandits before 
eauneue and the throughout Albion. These keys are not your graduation. 

7 3 silver destroyed when you use them, but you'll 

wie ae need more and more of them to open the 

: tens keys chests that contain the best stuff. Silver- 

nip sae 2 key chests contain some of the best items 

tees With so many in the game, such as elixirs of life, rare 

Serres LS side quests augmentations, and legendary weapons 

2i2s.  andevents taking that are superior to anything you could 

ss==5== place that can sway ever buy. 

caw wee you toward good or 

vane == bad, you may forget 

ceeees,s that there are 

wseeses hidden items 

stierer. eattered 5 // GREATWOOD LAKE 
vtone sich throughout Fable. This one’s easy. Just head up toward the 
tt ee te broken bridge at the north part of the 
: «<=» formof silver keys Greatwood Lake map. 

ss.zeee that are used to 

=ssss+5 unlock special 

_—e reward chests 

eeeres, Sot unite 1 // LOOKOUT POINT 

. world. So if you can Hack through the thorny bushes near the 

so: tear yourself away statue in Lookout Point to reveal a thin 

tens from kicking path that leads to the first silver key. 

= chickens long 

=*55855 enough, you may 2 // BOWERSTONE SOUTH 


eae see8 w -@ 


want to check out 
the following silver- 


You can find the second silver key on the 
balcony of the Bowerstone South 


meaeyes key locations. clothing shop. 
+44: 6 // ORCHARD FARM 
is ett 3// FISHER CREEK ’ Fish from the pier at the far east end of 
4 ee your fishing pole at <4 Of thie many the map to pull up the Orchard Farm 
. fishing spots on the north side of the map silver key 
echt he (by the treasure chest) to hook the third > 
STETE sven Ke 7 // ROSE COTTAGE 
-. Use your spade to dig up a key in a patch 
— 4 // GUILD WOODS of dirt lined by red flowers in Grandma's 
Seite. Once you get your fishing pole, return to backyard at the west end of this map. 


8 // HOBBE CAVE 

You'll find a ring of mushrooms near the 
north end of the Focus Chamber map of 
Hobbe Cave, where you fought the nymph 
boss. Use your spade to dig up a key there. 


9 //DARKWOOD LAKE 

There's a strange spire with a hole near 
the top in the middle of Darkwood Lake. 
Put an arrow through that hole to dislodge 
a silver key. 


10 // ANCIENT CULLIS GATE 
You can hook the 10th silver key by fishing 
off the edge of the bridge at the west end 
of Darkwood's Ancient Cullis Gate.map. 
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>man\ cone ble Option 
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to listi ng all the hidden h 
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11 i GREY HOUSE 

You can fish up a silver key in the p 
the north 
near the Demon 


the pond at 
east Pr 


Door. 


12 // OAKVALE 


You can dig up both a silver key and an 
obsidian greataxe as part of t 


13 // TWINBLADE’S CAMP 
If you cross the shallow pond o 
side of the camp, te find a small plot of 
land with ¢ I 

barrels. Dig between the 


chest 


and Sever 


} treasure al 
m to unearth « 


silver Key. 


id of the Grey House area 


Nn th e SOl ith 


14 // WITCHWOOD STONES 
Fish up a silv in the pond to your left 
(across from the Demon Door) as you 
Witchwood Stones from the south 


er key 


enter V’ 


15 // ererinererceeee LAKE 
this area from the west, 


As you enter AS 
or see a Statue lt by ared glow 


Je there to dig up a 


Units. However, this is just one of 


Fable. and Prima’s o 


rstyle and tattoo cards, It has the goods on recovering a 
ming a master criminal. It also comes with a giant post et it | 


of plants 


use yOur Spade IN a ad 
atween the homes in the southern 


you can dig up 


21 // LYCHFIELD CEMETERY 


There are three keys in rene S area. One can 
be roun nacry pt in the south-central 


17 is WINDMILL HILL 
Ou'll find af 


lower-lined mound, where you 


an dig up one of the two keys in this area 
nthe Jen by th smal fa inouse or 
the w side of Winamiull Hit 


22 // LYCHFIELD CEMETERY 


y iS buried in 
outside of the crypt where you fot 


J 


a grave right 
IV ‘1d 


The second key 


7 


q4. 


Silver key No. 


18 // WINDMILL HILL 
Windmill Hill silver key is located 23 // LYCHFIELD CEMETERY 
behind the windmilt. You can dig It up trom You can fish up ete ita Lychfiel 
AY flo Wer -lined rin fe O ( emeter 4 Key from 1e str eam \U - 
through the gates as west of the 


grave keeper's snack. 


The other 


24 // aoc Etats PATH 
You'll find another spot to dig 
up a bur 4d silver +h ill 


end of this map, 


KE\ oy AN the 


nderground 


25 // HOOK 
COAST 


Break into the 


19 // HEADSMAN’S HILL 


As part of the mayor's in 


invitation quest, UENTMOUSE IM 
Hook Coast by 


u'll battle Thunder at Headsman's Hill. 

Dui ing the duel, you'll fall t 9 asmaller area picking the lock or 

of the n lap, where you can fish up asilver smashing down 

ay from a pond the door. You'll 
FINC ee, nal 

20 // BOWERSTONE MANOR ver Key In 

Marrying Lady Grey is the way to get ground-floor 

access to Bowerstone Manor in cabinet. // 

Bowerstone North. When z u'll fi 
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Prima Games |s our helpful partner in bringing you this section. They don't do the Stuff 


bit, the Essential Selection thingies, or the amusing little bits that run along the tops of the 


tia 
pages. But they do a fine job of providing you with first-class tips and tricks for the games 
| 
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CODE-X 


\ks, Prima! 


CODE- 


Because you suck 


| . XBN has some codes for you this month that turn Spidey into an instant hero, more 
characters to create carnage with in Samurai Warriors, a “cool” movie of Slipknot, and 
some Classic college football teams to open up. Please try to contain yourselves. 


SPIDER- SAMURAI WARRIORS. 


MAN f There are battles to win, moves to learn, and items to take, but this game 


would not be complete if there weren't unlockable characters, Just when you 


thought the game was over, you discover there are so many more to unlock. If only 
you knew what to do... 


Stuck on you 

In 1967, while the 
rest of the world 
smoked pot, 
dropped acid, and 
waited for the next 
Beatles album, kids 
were glued to their 
television screens, 
watching the 
original Spider-Man 
animated series. A 
fixture of Saturday 


mornings, the show 
featured animation 
from the legendary 
Ralph Bakshi (yep— 


the guy who made Who wants some goodies for 
the Lord of the : your favorite neighborhood 
Rings animated webslinger? Well, tough luck, : ; Ham 
ACN 2 are they are anyway. Complete Kenshin story. Complete Yukimura story. 
movie). It’s now because here they yway 
— available on DVD ) 
at your local For this code to work, you must not 
: an 26 Complete Noh, Oichi, Magoichi stories. Complete any two stories 
er... DVD place. have any Spider-Man 2 saves on a5 oe eer ss oo ee See ee 


your Xbox. Start a new game and 
enter the name HCRAYERT. This 
will give you 200,000 hero points, Complete Okuni story. Complete Ranmaru story. 
Swing and web-zip upgrades, big- 

game hunter, alien buster, and . 

shock absorber. It won't let you Complete Kei! story. Complete Mitsuhide story, 
keep the name, but every time you 

enter it, you'll get another 200,000 

hero points. Remember, with great Complete Shingen, Hanzo stories. 
power comes a bright red spandex 
outfit with no zipper. 


Complete any story. 
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XBN WANTS YOUR CODES... That's right—not content with merely 
using our readers to write tips and secrets for us, we’re now asking you to send 
in your juiciest codes. If they're good, send them to us at XBN@ziffdavis.com. CODE-X 


es Bee emer srsreeaanrnsreaeueervpreeeeaereveseteevrseaeuzrvpesttuwrsepsceeceszenpectaceueepeaet 


XBIN SELECTS 


BEST DAMN 


)/ WEAPONS CODES—PERIOD 


Developers have a sense of humor. They like to convey this by putting quirky things into the 
-;, games they work on. Really, what the heck does a tube reaver do? This short but sweet list 
features some weird weapons, such as a meat gun, as well as some that can make Swiss cheese out 
of anything. 


1. THE SUFFERING 

This is by far one of the oddest weapons to ever make It into a 
game. Enter this code during gameplay. 

GONZO GUN 

Hold the Left and Right triggers and the X button and press 
Left, A, A, A, Right, Left, Right, Left, Up, A, A, A, Down, Up, 
Down, Up, A. 


2. HITMAN: CONTRACTS 

One of the deadliest weapons on the list is this sweet minigun 
that packs quite a punch. 

To obtain this little gem, make your way to mission 9 and find 
Lee Hong's desk. On it will be Orthmeyer'’s key card. Once you 
have the key card, finish the mission, save, and quit your game. 
Replay the first mission and make your way to the north 
section of the basement, where you will find a patient behind 
the glass door with your prize. 


3. ARMED AND DANGEROUS 

Any weapon that fires a shark out of the barrel is awesome! 
This isn't a secret weapon, just a very rare weapon that has only 
one shot. This code has unlimited shots. Have fun throughout 
the entire level. Enter this code in the Cheats menu. 

INFINITE AMMO 

A, L trigger, L trigger, Black, B, White, L trigger, L trigger 


4. FALLOUT: BROTHERHOOD OF STEEL 

If youre a vegetarian, you may not care for this weapon. The 
meat cannon not only throws wads of meat, it also has some 
serious splash damage, and not just to your colon. 

To obtain this fun but gross weapon, make your way to 
chapter 2 (Los), and in the bridge area right by the door that 
leads to the waterfront area, test your faith and walk across 
the darkness till you come up to what looks like a floating 
platform. Search the footlockers and you will find your prize. 


5. LEGACY OF KAIN: DEFIANCE 

Do you ever think back to when you were little and you ran 
around with a cardboard tube, thinking it was your sword? Well, 
Kain still does, and that’s why he's using tt instead of the reaver. 
Pause the game and enter this code. 

TUBE REAVER 

Up, Down, Left, Right, Black, White, Y, Down, B 


empseseenenpupesneervpeeenrvescseevereauneszesee 


MTX 
MOTOTRAX 


“Duality” is a great song, and now you 

can play as a member of the band 
Slipknot. Enter these codes and watch this 
metal band tear up the track. Enter these 
codes at the Cheat Menu screen. 


RACE AS A SLIPKNOT RIDER 
86657457 


SLIPKNOT MOVIE 
2a 713 


NCAA 
FOOTBALL 


Rah! Rah! Rah! We've got spirit, yes we 

do, we've got spirit, how about you? If 
you have spirit, enter these codes to unlock 
some powerful teams, as well as tweak 
gameplay. 

To enter these codes, go to My NCAA. 
Then go into Pennant Collection and click the 
Right thumbstick. A keyboard will come up. 
Enter the words below to activate the codes. 


FUMBLE 
2003 All-American Team 


THANKS 
lst and 15 


VICTORY 
All Kansas State team 


BOOMER 
All-time Oklahoma team 


2005 
Through the Needle pennant 
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STige 


More things to make you go broke 


L. DESIGNERSKINS 

$15; www.designerskins.com 

Wrap up thine Xbox with a designer 
skin from Designerskins and Nuby 
Tech, and people might think you’re 
L5 times cooler than you actually 
are. Each skin comes on one sheet 
and must be peeled and applied to 
the Xbox. The skins are heavy duty 
yet easy to reapply even if you’ve 
already placed them. Check out 
designerskins.com for the complete 
and exhaustive list of all the Xbox 
coverings or go with everyone’s 
favorites: Ninja Gaiden or the 
women from Dead or Alive: Xtreme 
Beach Volleyball. 


2. SAMSUNG 
SYNCMASTER 172X 

$560; www.samsung.com 

While size certainly matters to 
gamers, so does speed—as proven 
by this baby’s 12-millisecond 
response time, the fastest on the 
market for an LCD. If you're looking 
for a 17-inch gaming monitor, this is 
it: the sleek design and small form- 
factor of an LCD, with none of the 
ghosting problems. 


3. PREDATOR 
COLLECTOR’S EDITION 
$26.98; www.foxhome.com 

A comprehensive making-of feature 
proves to be the main draw for this 
cult action classic’s many fans. 
Starring seven hunky dudes, two 
governors-to-be, and one ugly 
motherf**r, the movie still holds up 
just great, too. It features never- 
before-seen bonus features, 
including a commentary track with 
director John McTiernan, new 
featurettes, outtakes, Easter eggs, a 
deleted scene, and a documentary. 


4. SONY NETWORK 
WALKMAN NW-HD1 

$399; www.sony.com 

Happy 25th birthday, Walkman! 
sony’s b-day gift to its Walkman 
brand is a digital makeover with the 
venerable iPod in its crosshairs. This 
20GB unit is smaller (.5 inches thick), 
lasts longer (30-hour battery life), 
and doesn’t come in pink. Ruthless 
Japanese engineering versus nerd 
cult Apple. Round one. Fight! 
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ESSENTIAL SELECTION 


Xbox Nation picks the 50 best Xbox games to date 


Dev.: Bungie Pub.: Microsoft 


We like: Launch titles that rule, as well 
as season three of Red vs. Blue. 


We don’t like: Waiting around for 
a sequel. 


Dev.: Rockstar Vienna Pub.: Rockstar Games 


We like: Two-for-one deals. Fingers on 
our hands. Straight thugging. 


We don’t like: Public outcry about 
declining morals in videogames. 


Dev.: Namco Pub.: Namco 


We like: Finally getting our hands ona 
good, playable Spawn. Virtually, that is. 


We don’t like: Having to unlock Seung 
Mina and Sophitia. 


Dey.: BioWare Pub,: LucasArts 


We like: Choices that affect your 
appearance, possible Jedidom. 


We don’t like: Occasional graphical 
glitches, but they’re pretty minor. 


Dev.: Starbreeze Studios Pub.: Vivendi Universal 


We like: Astonishingly palatable voice 
acting, motion capture, and detail. 


We don’t like: Kung fu-style dubs— 
unless we’re watching kung fu movies. 


Dev.: Remedy Pub.: Rockstar Games 


We like: Bullet time and hard-boiled stuff. 
You know, like eggs and cops. 


We don’t like: How quickly it’s all over— 
although preferable to the alternative. 


Dev.: Ubisoft Montreal Pub.; Ubisoft 


We like: Revisits that do justice to 
the originals. 


We don’t like: Being bum-rushed by 
demons you can’t tell apart. 


Dev.: Capcom Pub,: Capcom 


We like: Innovation and unapologetically 
huge controllers. 


We don’t like: Not reaching the eject 
button in time and having saves wiped. 


Dev.: Tecmo Pub,: Tecmo 


We like: Reinvestigation of classic 
gameplay style with updated tech polish. 


We don’t like: Cameras that don’t allow 
for adjustment during dicey moves. 


Dev.; Namco Pub,; Namco 


We like: Flexing our long-unused Punch- 
Out! skills, this time in the proper setting. 


We don’t like: Amnesia as a plot device, 
no matter how effective it may be. 


Dev.: Ubisoft Shanghai Pub,: Ubisoft 


We like: An online component that 
doesn’t feel like a half-assed afterthought. 


We don’t like: Getting busted by the 
randomizer, not our lack of skillz. 


Dev.: Bizarre Creations Pub,; Microsoft 


We like: Seamless, sensible integration 
with Xbox Live, even in single player. 


We don’t like: Relentless A.I. opponents 
and strictly stock options for your ride. 
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Dev.: Maxis Pub.: Electronic Arts 


We like: A so-called life that’s more 
exciting and fun than our real lives. 


We don’t like: Watching an incontinent 
little computer person have an “accident.” 


Dev.: Electronic Arts Canada Pub.: Electronic Arts 


We like: Electronic Arts finally coming 
through with a quality soccer game. 


We don’t like: The whole MS/EA snitfest. 
Thank God that’s over. 


Dev,: Electronic Arts Pub,: Electronic Arts 


We like: Being electronically dissuaded 
from ever stepping into a ring ourselves. 


We don't like: Having to wait this long 


Dev.: Ubisoft Montreal Pub,: Ubisoft 


We like: Realism in tactical shooters. 
Actually, the convincing illusion of reality. 


We don’t like: Being cussed at by 1337 
h4xOrs two states away. 


Dev.: Swingin’ Ape Studios Pub.: Vivendi Universal 


We like: Unrepentant cutesiness, as long 
as it's accompanied by good gameplay, 


We don't like: No online support—not 
even a little. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Developers who pay attention 
to little things. Like rubber bands. 


We don't like: Not being able to take it 


" ] for a boxing game that’s not a masher. out on the information superhighway. 


Need for Speed Und 
O” 2 Laps oe’ 


) Current: 401 84 : 
Best: 1938.29 


Dev.: Wow Entertainment Pub.; Sega 


We like: That it’s 20 bucks and sports sick 
online tricks. 


We don't like: That it's sort of an updated 
version of last year's game. 


Dev.: Dice Pub,; Microsoft 


We like: Being out in nature, so long as 


We like: Tweaking our rides out with endless options (custom window tints? Sure. bcd agp : 
it’s in a car and contributing to erosion. 


Electronic Bondo in action) and not having to worry about five-oh. 


We don't like: That there never seem to 


Wi ’t like: llisi i 
e don’t like: Quantum collisions, occasionally iffy framerates, and an endless be any stereos in these things. 


supply of money. Bet you never thought you’d hear that, huh? 


Dev.: Power and Magic Pub,: Microsoft Dev. Electronic Arts Tiburon Pub.: Electronic Arts 


We like: Tennis games that are really 


We like: Exacting, demanding, and 
RPGs in drag. Shh! Don't tell. 


rewarding improvements over last year. 


We don’t like: Reading about tennis. 


We don’t like: An online component that 
Unless D.F. Wallace is doing the writing. 


is only just adequate. 


Dev.: Electronic Arts Pub.: Electronic Arts Dev,: Electronic Arts Pub,: Electronic Arts 


We like: Venting our frustrations on 


We like: Cinematic and lavishly produced 
scrubs like the Tulsa Drillers. 


videogame excellence. 


We don’t like: Having to unlock vintage 


We don't like: Feeling like we're being 
outfits—what’s up with that? 


talked down to. 
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Dev.: Criterion Pub.: Acclaim 


We like: Driving on the wrong side of the 
road—with no offense to the British. 


We don’t like: Burning through Burnout 
in a couple of days. And burns in general. 


Dev.: Smilebit Pub.: Sega 


We like: Being on rails—when the rails rule 
this much. Prequels don’t hurt, either. 


We don’t like: Confined spaces with willful 
cameras and tough enemies. 


Dev.: Konami Pub.: Konami 


We like: As much Metal Gear as we can get 
our grubby little meat hooks on. 


We don’t like: Slowdown that has no earthly 
business in an Xbox game. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Series that haven’t started to 
suck. Quite the opposite, actually. 


We don’t like: Sounding like a broken 
record, but we'd really like SSX on Live. 


Dev.: Visual Concepts Pub.: Sega 


We like: Having the option to train 
players in leadership, Pilates, or yoga. 


We don’t like: Playing in front of crowds 
of 70,000 that have a combined IQ of 35. 


Dev.: Arc System Works Pub.: Majesco 


We like: Online 2D brawling done right, 
without concessions and with depth. 


We don’t like: The kibosh put on our mad 
turtling skills with attack meter drains. 


Dev.: Ubisoft Pub. Ubisoft 


We like: Charm, grace, Rastafarian 
rhinoceroses, and photojournalists. 


We don’t like: Insta-Boss® brand final 
bosses and letdowns at the end. 


NCAA Football 2005 


ar 
> = 
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Dev.: Electronic Arts Canada Pub.: Electronic Arts 


We like: Shammie-shams, heads or tails, 
cook ‘ems, foie gras, and getting bent. 


We don't like: Not being able to listen to 
ABBA or Morbid Angel while dunking. 


Dev.: Midway Pub.: Midway 


We like: 1-on-1 matches in exotic 
locations with our dunking avatars. 


We don’t like: 1-on-0, 0-on-1, or 0-on-0 
offline solitude. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Adaptive (comparatively), 
intelligent opponents who hold grudges. 


We don’t like: Very many other NASCAR 
games. 


Dev.: Blue Shift Pub.: Sega 


We like: Exhaustive research and 
attention to detail. 


We don’t like: A franchise mode that’s 
detail-heavy to a fault. 


We like: Finally getting to play an EA game on Xbox Live. Retaining our electronic 
composure while getting booed in an away game. 


We don’t like: Commentators who irritate and are strangely homoerotic. We're all 
for man-on-man action, just not necessarily on the gridiron. 


2 
> 

Order Seeker: We are So fortunate tat Ker Holiness found us 

before Ournier could iivade our spirits uti Such rutiviess 

and Seifist: compatition 


Dev.: lon Storm Pub.: Eidos 


We like: Newtonian mechanics made 
flesh. And consequences. Sometimes. 


We don’t like: The idea of 
predestination. 
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Dev. Revolution Pub.: The Adventure Company 


We like: Any videogame with the Knights 
Templar in it. 


We don’t like: Poverty, chastity, 
obedience. 


Dev.: Midway Pub. Midway 


We like: Crushing foes who would call 
our psychic powers wussy. 


We don’t like: Banality in all of its forms, 
especially in contrast to good gameplay. 


Otogi: Myth of Demons DeV.; From Software Pub; Sega 
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We like: Cameras that behave themselves, weapon selection up the wazoo, 
demons who die just so, and bosses that are as spectacular as they are tough. 
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We don’t like: Working for Princess. No overtime, lousy pay, half-hour lunches. 
The hacking and slashing could get old if it weren’t for the variety of demises. 
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Dev.: lon Storm Pub.: Eidos 


We like: Sneaking around in the shadows. 
Hiding in shadows. Shadows in general. 


We don’t like: Not being able to see our 
hands in front of our faces. 


Dev.: Pandemic Studios Pub,: THQ 


We like: Unparalleled military 
authenticity, courtesy of your tax dollars. 


We don’t like: Our pawn's-eye view 
interfering with the real action. 


Dev.;: Free Radical Pub.: Eidos 


We like: Ten levels of diverse 
environments and improved graphics. 


We don’t like: Being thrown into boss 
battles without warning and opaque goals. 


We like: Authenticity and believability in a motorcycle videogame, Gran 
Turismo-style. 


We don’t like: Unforgiving, if occasionally spectacular, physics and plain-old 


Dev,: Ubisoft Pub.: Ubisoft 


We like: New online features, complete 
with squad-permission-level discipline, 


We don’t like: Being sold incremental 
improvements for the price of a full game. 


Dev.; FASA Studios Pub.: Microsoft 


We like: The backstory, complete with 
epic proportions and so on. 


We don’t like: Being the equivalent of 
the mail-room guy in aerial combat. 


Dev.; Electronic Arts Pub.: Electronic Arts 


We like: Enchanted jerseys of driving 
with a +5 against sand traps. 


We don’t like: Playing offline until the 
next one comes out (or perhaps forever). 


Dev.: SNK Playmore Pub,: SNK 


We like: Two-dimensional excellence and 
demanding endeavors that pay off. 


We don’t like: Having to play with a pal 
to fully appreciate MS3’s awesomeness. 


Dev.; Smilebit Pub.: Sega 


We like: Ninety-degree grinds, revisited 
controls, and more leisure time for art. 


We don’t like: Cops and spray paint in an 
electrically fenced-in environment. 
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World < largest computer and video 
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Meet 700 world's best gamers 

from all over the world at WCG 2004 

Date Oct. 6-10 / Venue Bill Graham Civic Auditorium, San Francisco 
Total Prize $ 400,000 / Official Games 6 PC Games and 2 Console Games 


— WCG 2004 Bring 
r Own Comouter (BYOC) 
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‘SEE THE FIRST TIME AROUND 
YOU EVEN MORE... 
...ONE OF THE SINGLE BEST HORROR GAMES OF ALL TIME.” GAME-OVERNET 


S HIGHER IN INSECURITIES e 

& AND AN INCREASED © 
@ FEELING OF VULNERABILITY. 
© IN THE MOST TERRIFYING 
_ FATAL FRAME MODE TO DATE.’ 
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“THREE WORDS SUR VAL 3 
HORROR FANS, THREE 
WORDS: SCARY-AS-HELL” 
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[ SPECIAL DIRECTOR $ CUT EDITION FEATURES A BRAND ‘NEW FPS MODE. NEW SURVIVAL MODE, ENHANCED GRAPHICS AND SOUND, PLUS AN ARRAY | 
OF NEWLY ADDED FEATURES TO-THE UNIQUE CAMERA: WEAPON, MAKING IT THE MOST CHILLING GAME TO DATE IN THE FATAL FRAME SERIES. 
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teractive Digital Software Association 


| 19 missions in the single player Command an elite squad of Special Utilize any means necessary to gain . Xbox version supports 8 players — 
campaign - 17 of the best fromthe PC Forces troops for maximum : control of key enemy territory - online in 9 multiplayer levels! 
version and 2 new missions exclusive : tactical strategy. — gather intelligence, call in air strikes. Download new maps and missions! 
for the console! : : 
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